Jim Sachs, Amiga's Premier Artist. 
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special Offer for AC Readers! 

AMOS (US), AMOS Compiler, and AMOS 3D 

all tlin-.- for only #99 . 99* 

Bring your Amiga to Life! 



AMOS - The Creator is like nothing you've ever seen before on the Amiga. If you want to harness 
the hidden power of your Amiga, then AI\/!OS is for you! 

AMOS Basic is a sophisticated development language with more than 500 different commands to 
produce the results you want with the minimum of effort. This special version of AMOS has been 
created to perfectly meet the needs of American Amiga owners. II includes clearer and brighter 
graphics than ever before, and a specially adapted screen size (NTSC). 



"Whether you are a budding Amiga programmer who wants to create fancy graphics without weeks 
of typing, or a seasoned veteran who wants to build a graphic user interface with the minimum of 
fuss and link with C routines. AMOS is ideal for you." Amazing Computing, June 1992 

^ Define and animate hardware and software sprites (bobs) with lightning speed. 

^ Display up to eight screens on your TV at once - each with its own color palette 
and resolution (including HAM, interlace, half-brite and dual playlield modes). 

^ Scroll a screen with ease. Create multi-level parallax scrolling by overlapping 
different screens - perfect for scrolling shoot-em-ups. 

^ Use the unique AMOS Animation Language to create complex animation 
sequences for sprites, bobs or screens which work on interrupt. 

^ Play Soundtracker, Sonix or GfulC (Games Music Creator) tunes or IFF samples 
on interrupt to bring your programs vividly to life. 

^ Use commands like RAINBOW and COPPER MOVE to create fabulous color 
bars like the very best demos. 

^ Transfer STOS programs to your Amiga and quickly get them working like the 
original. 

^ Use AMOS on any Amiga from an A500 with a single dhve to the very latest 
model with hard disk. 

WHAT YOU GET! 

AMOS (US)— AMOS BASIC, sprite editor, Magic Forest and Amosteroids arcade games. Castle AMOS 

graphical adventure. Number Leap educalional game, 400-page manual with more than 80 example 

programs on disk, sample tunes, sprite files, and registration card, 

AMOS Compiler— AMOS Compiler, AMOS language updater. AMOS Assembler, eight demonstration 

programs which show off the power of the compiler, and a comprehensive, easy-to-use manual to 

develop lightning fast software, 

AMOS 3D— Object Modeler, 30 new AMOS commands, and more, AMOS 3D allows you to create 3D 

animations as fast as 1 6 to 25 frames per second. You can display up to 20 objects at once, mix 3D with 

other AMOS features such as sprites, bobs, plus backgrounds, and more. 

Liiuifcd Thiw Offer for .{(. rt'oders only! 

Get all three AMOS packages at one great price. Order today by sending your name, address 
(physical address please— all orders will be shipped by UPS), and $99.99 ("plus $10.00 for Shipping 
and handling) to: AMOS Special. PiM Publications. Inc.. P.O. Box 2140, Fall River, MA 02722-2140 or 
use your VISA, MasterCard, or Discover and fax 1-508-675-6002 or call toll free in the US or Canada: 
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Please aElow 4 to 6 weeks for delivery, 

AMOS wriiten by Francis Lionet. 

;.1992 Mandarin'Jawx 

Counify ol Origin: UK 




Create breathtakine graphical eflects as never betorr 
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Strength in Numbers 

GVP is the best Solution 
On any Anriiga'^ 

Great Valley Products has been the technological leader in Amiga peripheral and 

enhancement products since 198S. We consistently provide you with the best quality 

add-ons for the Amiga computer... bar none! 
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EGS 28/24 SPECTRLH'" GoBeyondAGA Graphics 
with this real-time, 24-bit, true-color graphics 
enhancement card. Programmahle resolutions up to 
1600x1280! 800x600 in 24-hii! 
Wc include a custom display 
pass-through cable (or single- 
monitor use, Many applications are ready-to-run and 
no include the acclaimed EGS Paint as a bonus tool 
Bring woikstaiion graphic poiver to your Amiga today 
and see what you've been missing! 

CIRCLE 339 ON ReADEfl SERVICE CARD 

TBCPIUS'" This professional quality, all digital lime- 
basecnrrector (TliCI uses state-of-the-art 8-bit 4:2:2 
\iJeo signal processing... P/us it provides a real-time 
video frame-grabber and lfi.7 million color frame-buffer 
...P/ns there is a full SMPTE/EBU time-code 
receiver/generator... Pte this inciedible product will 
transcode composite and Y/C inputs... P/rrs a 
1 channel video input switcher [in composite 
and Y/C| ...P/us programmable video 
special effects! 

CIRCLE 330 ON READER SERVICE CARD 






PerformanM Series W At SOMhz, you can own the 

fastest A 1 200 in the world! Add up to 32MB of high- 
speed 32-bit RAi\!, today! With the added power of a 
50Mbr FPU, your floating point operations have never 
been speedier. A simple connection in the A1200's 'trap- 
door' never voids a warranty, and with the Series 11 you 
have the added versatility of our custom option slot. 
Add the fastest SCSI interface on any Al 200 with the 
AI29I SCSI Kit. It iust plugs in from the back. Other 
expansion products coming soon! 

CinCLE 331 ON READER SERVICE CARD 

ImageFX™ Totally integrated Image Processing. This is 
the only Image Processing package you ^vill ever need. 
Period. This is the professional solution that brings you 
not only interchange between various image formats 
such as TIF and GIF and TARGA, but also a full-featured 
24-bii, real-time paint and touch-up program. See the 
work you are doing ivAiVt vou Jo i(! Edge feathering 
Alpha channel, CMY/HSV/YUV/YIQ operations, inte- 
praini scanning, regionalized processing... Ii's/n there! 

CIRCLE 332 ON READER SERVICE CARD 

G-lOCk'" Bring live video, audio and Amiga graphics 
together and do it on any Amiga! Get connected with the 
world of video with our huilt-in transcodcr to convert 
input video to composite, Y/C, RGB or YUV outputs! Full 
support for AGA systems as well as the 'classic' Amiga 500, 
2000 and 3000. Acclaimed interface controls make this 
easy to use and simple to control. Scaia"" users even get an 
EX module to use G-Lock in their multimedia applications. 
Add C-Liick s included dual-input audio panel and it's 
simply the best choice for ever)' personal Amiga owner. 

CIRCLE 333 ON READER SERVICE CARD 

IV-24'" 2,0 — Tlie Ultimate Genlock ibis is what you 

have been searching for in a professional quality genlock 
for your Amiga 2000, 3OO0 or 4000. This integrated hard- 
ware design provides the cnspcst, cleanest genlockcd video 
on the Amiga desktop. With options for RGB, composite, 
SVHS, Betacam and M-II compatible inputs & outputs 
as weli as a 24-bit, 16.7 million color frame-buffer and 
real-time framcgrabher/digitizer, this is the Amiga 
genhrck every professional needs. Powerful included 
software completes this picture as the Ultimate Genlock. 

CIRCLE 33d ON READER SERVICE CARD 



G-Force '030 Combo" 

GVP's classic Combo card accelerates your Amiga 2000 
to new heights! This integrated design slips into the 
processor option slot in your system and instantly pro- 
vides dramatic performance improvements. Easily add 
up to I61MR of fast 32-bit RAM. Gain expansion and 
versatility with our powerful SCSI 11 interface, allowing 
you to connect up to 7 devices such as hard drives, 
SyQuest removables or CD-ROM drives. 
Feel the power of G-Fo:ce today! 

CIRCLE 33B ON READER SERVICE CARP 



G-Force '040/33 Combo" 

The classic Combo taken to the Ultimate Extreme! 

Your applications will blaze with the awesome power of a 

33Mhz 68040 processor. Give that muscle some room to 

flex with room for up to 64MB of fast 32-bit RAM. Of 

course our award-winning SCSI li interface is integrated 

for maximum performance and we include the bonus of 

ioExtendcr capability with an extra parallel port and a 

buffered high-speed serial port. Hot "toast" served here! 

CIRCLE 336 ON READER SERVICE CARD 

4008 SCSI II " 

Bring the world of SCSI within your reach with this 

easy-to-install hoard. Instantly gain access to thousands 

of peripherals such as hard drives, SyQuest removable 

media and CD-ROMs. Add up to 7 devices to your Amiga 

4000 and smile. A.s a leader in Amiga peripheral technology 

since 1988, we still maintain support for A2000 owners 

too, even providing ,S.MB of RAM expansion on the card. 

Advanced surface-mount technolog)- allows any user to 

mount a 3.5 ' drive directly to the card, providing for 

maximum convenience. Get the GVP SCSI difference! 

CIRCLE 337 ON READER SERVICE CARD 

ioExtender" 

Feeling trapped: Let GVP extend your horizons with 
our easy-to-use ioEitender. Contained on a single card, 
you will find an additional parallel pon, allowing you to 
connect a printer and a digitizer i such as DSS8+1 at the 
same time. No more messy, unreliable switch boxes! We 
include two, that's right, two hi);h-speed, FIFO buffered 
serial ports. No mote dropped data or bogged-down com- 
puters when transferring data via modem (at speeds in 
excess of .i7,600!]. Free your ports and regain performance 
on your Amiga with ioExtender! 

CIRCLE aSB OW READER SERVICE CARO 

FhonePal[VFr2.0 

If you are calling for Voice.Mai! Press ! . 

If you would like to send a Fax, Press 2. 

If you would like to have this automated, scheduled, 

timCj'date stamped and call you when you have new mail, 

get PhoncPak \'FX 2.0 today! Fully integrated, allowing 

unlimited raailbo.xes and private fax receiving. Send faxes 

from any program that prints, Call in remotely and 

retrieve faxes seni earlier. Plain paper or papericss fa.xing. 

Call routing with Ccntrcx/PEX support, and mare! 

CIRCLE 330 ON READER SERVICE CARD 



DSS8+'" 

Jg-t- Clearly Superior! This is the quietest, 
; most professional and attractive digital 




^l: 



sound sampler yet made. Assembled of high-impact clear 

polycarbonate, this is the sound sampler to own for the 

Amiga. The versatile Digital Sound Studio software 

includes a multifaceted program for sampling editing, 

song composition, stereo sound playback as well as 

creation of .MOD format songs, 

CIRCLE 340 ON READER SERVICE CARD 
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GREAT V'AIIEV PRODUCTS, IS'C. 

637 CLARK AVENUE KING OF PRUSSIA, 

PHONE 215'354'9493 • FAX 215«J37' 



EGS ?a^4 SDffl:ln;ni. Performance Senes II. Image FX, G-Lock. IV 24, G-FofM 030 Combo. G-Force WtJ/ai C^ombo, JODB SCSI II. laExtsndsr. 
PhcnePak VFX. and; DSS3* are trademarlis ol Gieat Valley PfOUuHS. Inc. All olher trademarlis are ihe property of Iheii ie$B«cti\^ owners 
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Great Amiga IHelpware, p.61 




Primera Dye Sublimation Upgrade, 
p. 18 




31 CanDo 

by Randy Finch 

AppEvents and graphics printing — 
create a custom Workbench utility to 
view pictures as a slide show. 

40 Computer Cafe 
Serves Up Shasta 

by Robert Van Buren 

The design team at California's 

Computer Cafe create incredible 

"Can-A-Mation" for a beverage 

commercial. 

47 Aladdin 4D Review 

by R. Shamms Mortler 

Shamms examines the new features 

of this latest A4D release. 

55 Jim Sachs Interview 

Jim Sachs, creator of the Defender of 
the Crown games talks with AC about 
his career as an Amiga artist, 
animator, and game designer. 

58 Desl<top Publishing with 
Special Papers & Supplies 

by Dan Weiss 

Use papers from Paper Direct, 
Quebio, and others to enhance your 
desktop publications. 

61 Great Amiga Helpware 

by R. Shamms Mortier 

Shamms takes a closer look at Pegger 

and fvlagic Lantern. 

84 AGA Chip Set and the 
Amiga: CD^^ to the Rescue! 

by Jeff James 

What does the future hold for CD^^ & 

AGA Amigas? Jeff has the inside 

scoop. 




14 Montage 24 

by R. Shamms Mortier 

A look at this 24-bit presentation and 

text rendering program from 

Innovision. 

17 MovieWlaker 

by R. Shamms tvtortier 

Digital non-linear audio and video 

editing for the Amiga. 

18 Primera Dye 
Sublimation Upgrade 

by Merrill Callaway 

This upgrade brings photo-realistic 

output to your Primera printer. 

23 The Imagine 
Companion 

by Marl< Hoffman 

A unique tutorial and help book, Ttie 
Imagine Companion makes a useful 
addition to any Imagine user's library. 



Features 



25 Online 

by Rob Hays 

On-line jargon and symbols, surge 
protection, and the Fighter Duel Pro 2 
demo top Rob's list. 

73 Digital Image Special F/X 

by William Frawley 

Using ARexx, ADPro, and 

PageStream to process images. 
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Sync Tips, p. 66 
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8 New Products & 
Other Neat Stuff 

Arctic Baron, Devpac3, FDP2, 
Sequencer One. Studio, and multime- 
dia speal<ers are among this month's 
new products. 

37 cli directory 

by Keith Cameron 

Keith introduces a glossary of 

AmigaDOS commands. 

27 Bug Bytes 

by John Stetner 

Questions regarding Autoconfig; Tool 
manager 2.0 and Quarterback incom- 
patibilities; Online Platinum script file 
workaround; and Workbench 2.1 
Gurus are addressed. 

43 ARexx 

by Merrill Callaway 
Create a Graphical User 
Interface — GUI — for your ARexx 
program. 

66 Sync Tips 

by Oran Sands 

/AC welcomes Oran 

Sands to its pages 

with the introduction 

of his new column for Amiga video. 

67 Roomers 

by The Bandito 

CD32, CES, Atari, NewTek, and of 
course. Commodore are under the 
Bandito's watchful eye this month. 

81 CD32 Review 

Defender of the Crown II, Groller's 
Encyclopedia, and Insight: Technoiogy 
are among the new titles for CD^^. 

89 Diversions 

Overdrive and Ishar: Legend of the 
Fortress AGA are on the review list. 
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The Toaster System Integrator. 




T-Rexx Professional is a highly 
integrated ARexx script generation 
environment with powerful tools 
specifically designed for the NewTek 
Video Toaster. 'I"-Rexx can also 
automate the functions of 1 1 other 
important products, and, because it is 
completely user configurable, you can 
add support for the products of your 
choice. 

Benefits 

Create sophisticated scripts 
without any knowledge of ARexx, 

You simply point and click. T-Rexx 
even displays your scripts in plain 
English! 

All T-Rexx tools are connected 
together creating a fully integrated 
system. You need learn only one user 
interface to master every aspect of 
T-Rexx Professional. 

You can quickly and easily manage 
large quantities of Toaster Framestore 
images. Convert Framestores to 
and from RGB (in full color and 
fidelity) without requiring a Toaster. 

r^ You can create your ovra 
ActionFX and OrganicFX to 

produce custom results for your 
demanding clients. Using T-Re3cx's 
special effects processing, dozens of 
new FX can be created from a single 
source. 

r^ You can create and modify 
Toaster projects creating exactly tiie 
configuration which best meets your 
needs. 



f^ 



Develop scripts in a fraction of the 
time it used to take using T-Rexx's 
unique Real Time Mode. You can 

test your scripts as you write them, 
alerting you to any mistakes instantly. 



^ 



Using one consistent, easy-to- 
learn user interface, you can 
control any program that is ARexx 
compatible or any device that can 



accept commands via a serial or 
parallel port. Your entire studio, not 
Just your Toaster, can be controlled by 
T-Rexx giving you more time for 
producing results instead of hunting 
for solutions. 

Includes support for the following 
products; AmiLink, Art Department 
Professional, BCD-2000A, DQ-Taco, 
MediaPhile, MorphPlus, PC-VCR, 
Personal SFC 11, Personal TBC III, 
Pbcel 3D, SunRize Studio 16 and 
VISCA. 

T-Rexx allows you to create 
Interactive or automated 
multimedia presentations by 

linking the Video Toaster to other 
hardware and software products, 
T-Rexx's ability to be synchronized to 
events from the GPl, serial port, 
parallel port, keyboard, ARexx or 
timer means you've got the widest 
array of options available for your 
creative use. T-Rexx can even 
automate the recording of your 
finished presentation (including 
audio) onto video tape or single frame 
recorders. 

T-Rexx provides powerful batch 
processing tools which save you 
time and disk space. Process 
images as Uiey're produced 
automadcally, without having to store 
intermediate results. 




Your script is shown in plain English on T-Rexx 
Professional's main screen. 




Framestores can be converted to/from RGB. 
previewed and organized using [■VamesloreFlVL 




T-Rexx helps you get the most of your system 
investment because an integrated system is 
greater tlian the sum of its parts. T-Rexx 
Professional is the Toaster System 
Integrator! 



AS 



'ilie following names arc tradeiiiarlis or rcgisered iradcmarks ot ihe indicated companies: T-Rexx frofessiniiil. 
MorphPlus. FramesloreFM, 1jkIhT\'. SliareFX, and An DcparlmenI l^offssional: A5DG InconMraled, ARt«: Wishful 
Ttiinking Developmcnl Corp., Ucluxe PainE Elcctmnic Arts, Brilliance: Digiial Creations. Inc.. Amiga: Coromodore- 
Amiga, Inc.. ^Ideo Toastfr.ToasKT.ToasierPaiiii, and Lightwave 3D: NcwTek IncoiporaUKi. Otlicr trademarks are the 
property of their respective lioldei^. ItieMdeoToaatT Lugo is coBiighted !))■ NewTelt Incorporsleti and is used with 
pemti&sion. CopyriEhl ^ Vfii by .:^SDG Ittcoq»r:itL-d 



925 Stewart Street Madison, Wl 53713 
608/273-6585 

T-Rexx Professional is backed by ASDG, a 

solid company providing innovative products and 
quality customer support since 1986. 
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Amiga PAD 2B— Pure Sci-Fi or Possible Future Fact? 



This month is'c o\'er stopped our 
bounds slightly iind anticipated u-hnt new 
announcomonls Cnmmiidore will be 
making in the yeiir 2004. If you have not 
read the AtulFurihcrniorc on page % of this 
issue, you should before you read any 
farther. Go ahe.id, 111 wait. 

OK, so that might not be the Amiga of 
2004, but it could be. With the advances we 
have seen in computer technolog)' over the 
last 15 years and the support for e\en more 
advances in the future, this scenario could 
happen. U is one of many possible futures. 
Normally, as we analyze an industry or a 
product such as the Amiga, we strive to 
provide a sketch of the most probable 
future. In the case of the Amiga PAD 2B, 
we have strivcd for one of the most 
favorable future. 



portable device with the MiniDisk. 
Although it is only capable of holding 140 
MB today, Sony officials assured me that 
current development into "likie Laser" 
technology will allow the current media to 
quadruple in densit}'. if the Sony disk is 
currently onlv one sided, experience 
demonstrates computer media will always 
become double sided as (he cost of 
manufacture decrea.ses and the needs of 
the consumer increase. Bv 2004, consumers 
will have a need for tremendous storage on 
removable media and, at that level, the 
MiniDisk could provide 1.12CiH with a data 
transfer rate of more than 600 kH/sec. 

Of course, the argument can be made 
that users will utilize the network and 
large storage facilities for their work — after 
all thev will be connected to the informa- 



The Amiga PAD 2B is based on 

technologies available today or products 

being developed in today's labs. 



The Present 

Everyone admits that the products 
and services we have today would have 
been considered science fiction just t\vent\' 
years ago. Electronics and the computer 
have dramatically changed the world in 
which we live. From how we make a li\'ing 
to how we enlertain ourselves, little lias 
not been affected by the success of the last 
twenty years. 

The Amiga's abilities have contrib- 
uted to these changes. It was the Amiga 
that first gave us a real multimedia 
platform. The Amiga's video capabilities 
and multitasking hardware ha\e caused 
other computer manufacturers to rethink 
their products. VVc ha\-e wimessed other 
platforms continually moving to provide 
more of what the Amiga does naturally. 

With the advances we see everyday, 
(he battle for marketshare in the yet 
undeveloped information superhighway, 
and with the knoivlcdge that nothing 
stands still, we must assume there will be a 
machine in the future ivith at least some of 
the capabilities discussed for the Amiga 
PAD 2B. Why not the Amiga? 

The Future 

Tlie Amiga PAD 2B is based on 
technologies available today or products 
being developed in today's labs. Sony has 
introduced optical disk technology in a 
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tion superhighway. Mowe\'er, priwicv and 
security have alwa\'s been a concern of 
users. I am not certain everyone will ivant 
their data filed in a common holding area. 
People like to be independent and, when it 
comes to data, they enjoy the security of 
keeping their data in their own possession. 
This independence is why so many 
Americans continue to u.se their own cars 
in areas \vhere public transportation is 
more cost effective. Tliey want to feel in 
control. 

De\'iccs such as on-board video 
cameras, cellular phone/fax connections, 
fax video, artificial intelligence interfaces, 
interactive display advertising, fuzzy logic 
visual recognition, \'oico recognition, 3-D 
television, and solar power recharging are 
all products either available commercially 
in some form or are being perfected today. 
The memory requirements of the 2B are an 
extrapolation of the explosion in memory 
development today and the anticipation of 
the memory required b\- such a system. 
The siKial issue concerning environmental 
standards is also with us today. 

The John Huston Al synth-performer 
comes directly from current advertising 
issues. Last year. Diet Coke ran television 
commercials in which V^^uU Abdul \vorked 
with screen images of Cary Grant, James 
Cagney, and Groucho Marx. Questions 
were raised as to who had the right to "lift" 
the images of these performers to endorse 



producLs the periorniers never knew. If we 
accept the fact that the estate of the 
deceased performer could continue to 
represent the deceased, then it is a small 
step to assuiTic an artificial intelligence 
could be created that would mimic the 
performer in new situations. This mav 
make it more difficult for new actors to 
find work, but that has never bothered 
Hollywood. 

Tlic most speculative feature of our 
April fools article is Commodore's 
marketing plans. We have shown an 
expansive program of product give-aways, 
media blitz ad^■ertis!ng, and massive 
public relation efforts. While these things 
are an almost evers'dav occurrence with 
other companies and at lea.st some measure 
of these actions ha\'e been made by current 
companies, based on their past and current 
actions, it is mind boggling to believe 
Commodore would do this. Or is it? 

Commodore's Future 

By the time you read this. Commo- 
dore will have held its annual meeting. The 
meeting was announced late and is being 
held in the Bahamas. However, since 
Commodore sent their shareholders 
requests for proxy \-oting rights for that 
meeting, we have recei\'ed calls from 
shareholders all over the country \vho 
want to know more about the 
shareholder's movement. While we will 
not endorse any one person over another, 
we have taken time to at least give the 
address of the movement and ask the 
callers to please consider all their choices. 

Apparently a large portion of 
Commodore shareholders are no longer 
content to rubber stamp the activities of 
CBM management. Even if the current 
administration rentains, thev ^vill be 
required to deal with the reality of the 
marketplace more readily than they have 
been. This means they will need to change 
their behavior if not themselves. 

With an eye to the future and a need 
to create dex'ices U'hich will utilize the 
technology and opportunih- of the future, 
the idea of an .-Xmiga PAD 2B is not so far 
fetched. With an eye to sur\-ival. Commo- 
dore marketing efforts will need to 
resemble more of what we stated for 2004 
than what they have demonstrated in l<5q4. 




Don Hicks 
Managing Editor 




Retargetabie Graphics^ have arrived! 

24 bit graphics for your Amiga' 



Picasso II RTG (Retargetabie Graptiics) means 
Incredible New Graphics Power far your Amiga. 

Providing greater resolutions and more speed than AGA 
systems and the ability to run system friendly AGA 
software, the Picasso II is a next generation graphics 
display system. Your Amiga will be able to run all the latest 
software at resolutions up to 1280 x 1024 with 256 colors 
on screen. The Picasso II also supports custom screen 
modes with up to 16.7 million colors at resolutions as high 
as 800x600. 

Picasso [l RTG means No Waiting for Specially 
Programmed Versions of Your Favorite Software. 

The Picasso II RTG emulator is completely integrated into 
the system. Imagine being able to run the latest software 
packages like ProPage 4.1 , PageStream 2.2. Cygnus Ed 
3.5, Deluxe Music Construction Set 2.0, AmigaVision 
Professional and many others at resolutions up to 
1280x1024 and up to 256 colors. All system friendly 
Amiga software packages will be able to take advantage of 
the new screen modes offered by the Picasso II. 

Picasso II RTG means Hi-Performance. 

The Picasso II has an on-board Blitter which supports 
drawing speeds up to 30 megabytes per second. The 
Picasso II Blitter has been fully integrated into the RTG 
emulator. Any program running under the RTG emulator 
will automatically take advantage of the Blitter. Off screen 
displays are moved into Picasso II display memory using 
the Blitter for super fast screen updates. 



1280 xW24 
256 color 
Workbench screen 
displayed on an 
A3000 with the 
Picasso II. 
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7559 Mall Road 
Florence. KY 40142 U.S.A. 
TEL: 606-371-9690 
FAX; 606-282-5942 
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Picasso II RTG means yVo More 'Chip Ram Blues' 

The Picasso II RTG emulator has been designed so that it 
uses no chip ram tor its emulation. Only the currently 
visible display is kept in the Picasso I! display memory, all 
other screens are stored in standard system memory. 
This means that all system memory can be used as 
graphics memory. A system equipped with 16 megabytes 
of ram would be like having a 16 megabyte graphics board! 

Picasso II RTG means IVIaximum Compatibility. 

The Picasso II RTG emulator supports Workbench 2.04, 
2.1, 3.0. and beyond. The Picasso II is compatible with 
any Zorro II or Zorro III equipped Amiga system, such as 
theA2000, A3000,orA4000. 

Picasso II AutoSwitcti means One Monitor. 

The Picasso II comes with a built in electronic switch that 
automatically routes the proper signal to your monitor. 
When the AutoSwitch detects non-Picasso II screens, such 
as those used by games and older software, it 
automatically routes the signal directly to your monitor. 
When the AutoSwitch senses a Picasso II screen mode, it 
will automatically switch back. 

The Picasso II comes packaged with TVPaint Jr. (24 Bit 
Paint Program), and drivers for ArtDept Professional, 
ImageFx, ImageMaster, and Real 3D 2.0. 

*Re'tar'get«ab'le Gra-phics adj.: The ability to run software 
on any third party graphics board. See also: Picasso II. 



■ Braunstrasse 14 
D-30169 Hanover-Germany 
Tel> 49/(0)511/13841 
FAX:+ 49/(0)511/1612606 

The (ollowing names are Irademarks of Ihe indicated cotnpanias: Picasso II RTG. Expen Services. Profasjional Page: Gold Disk Inc.. Pagesmam; SoN-Ugik Publishing 
Deluxe Music Consiruction Sei; Electronic Arts: Amiga, AraigaVision Professional 4 Workbench: Commodore Amiga. Inc., Art Department Prolessional i Cygnus Ed. ASDG Inc., 
ImageFx: Great Valley Products. Inc.. Imagemasler; Black Bells Systems. Real 3D:HoalSoft Inlernalional.TVPainlJr.: Techsoh Images. 
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Arctic Baron 

Sft in tliL' distant future, Arctic 
Baron (49.95), is the backdrop fro 
trade, battle, strateg^^ and ad\en- 
ture. The year is 2022 and global 
warmingisposinga so rious threat 
lo mankind. Scientists put "Op- 
eration Blind" into effect to re- 



verse the process but somelhinj; 
went serioiislv wrt)nj^; the earth 
plunged intoa nuclear winter and 
the sun became permanently 
eclipsed. Your mission is lo free 
the planet from perpetual ivinter 
and economic slavery. You com- 
mand a j;ianl steam powered 



I rain, butas your journey unfolds, 

your need for fresh supplies, food 
and spare parts becomes essen- 
hal. You face a \'arietv of e\'ii- 
dooers in you path. VVilh con- 
stantsurpriseattacks,traitorsancl 
spies on board, it is all up to ytiu. 
You are the glimmer of Iwpe for 
the future, Arctic baron has a 
blend of exquisite graphics, ex- 
cellent sound effects and music 
with tremendous visual impact 
for hours of addictive strategy/ 
adventure game play. 
Reiu1\/Soft IncorfHiralfii, iQ 
Wertlih'iii Court, Ste. #2, Richmond 
Hill, Otilarii\ Ommln, L4B IBS, 
(905)7.V-4175.f,tx(905)764-SS67, 
Inquiry #200 

Assassin Special Edition 

The Assassin is back but this lime 
it is different. Complete with a 



^je&j.] 




new weapon and re\'ised Bonus 
Scheme, Assassin Special Edition 
is a true classic. You are the As- 
sassin, a highly skilled super ath- 
letic man, complete with an arm- 
mounted pulse laser that has the 
ability lo be improved by the 
meansofpowor-ups. Your task is 
to infiltrate the vast subterranean 
base which the arch villain Midan 
has made his own. Do you have 
what it takes to become the ulti- 
mate assassin in this awesome 
action-packed blaster? The game 
features brilliant visuals, smooth 
scrolling, 2()[)+ frames of anima- 
tion on the main character, and 
an amazing array of special weap- 
ons. There are lots of power ups 
and bon uses, o\-er 1 300 screens of 
pure playability and explosive 
end-of-level action. Some fea- 
tures new to assassin are rex'ised 
graphics, the new laser weapon, 
extra hidden bonuses, and easier 
more enjoyable game play. 
TaimUSofUran; Propped House, 
Bimiixh Koad. Wakefield, Wat 
Yorkshire. Enslnitd, WFl 3AB, <44l 
924-291-867. hiqiwynOl 

Devpac 3 

De\pac .1 is an assembly lan- 
guage development system for 
all Amiga computers. Devpac 3 
(S109.95) uses an integrated, 
multi-window environment in- 
cluding a fast and powerful as- 
sembler and debugger support- 
ing all 680.\0 processors and 
coprocessors, the compiler is 
now at least 40% quicker than 
its predecessor. Devpac 3 is a 
complete package including li- 
brary support for Workbench 
1.3,2.x and 3.x, 

Oregon Ri-Si-arch, 16200 SW Pa- 
cific Hi^hwiti/, Sle. 162, Tigimt. 
OR 97224. 1503) 620-4919. Fax 
(503) 624-2940. Iiiquirii #202. 

Fighter Duel Pro 2 

Fighter Duel Pro 2 (S59.95) sets 
the standard for rcalisHc flight 
simulation. From the detailed 
aerodynamic model lo the light- 
ning fast frame rate, FDPro 2 is 
unparalleled in simulating the 
feel of flying. With a full selec- 
tion of aircraft and added fea- 
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Got injreat Idea for a Program? 
Make it Real with Ca 
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CanDo Lets you convert your ideas into reality. 

CanDo is a software authoring system that gives you the power of a programming language, yet makes creating your 
program's interface as easy as using a paint program. Because CanDo is tailor-made for the Amiga, all of the exciting 
Graphics, Sounds, and mouse-driven Objects that are built into your computer are at your fingertips. This gives you 
everything you need to make your ideas come to life. 

CanDo Makes real programs real easy. 

Painlessly creating your interface is just the beginning. The key to making real programs is CanDo's English-like 
scripting language. Even if you're a beginner, you can still use CanDo's tools to write programs for you. While easy 
to learn and use, the commands are so powerful you can create programs which would take 10 times longer to write 
using a language such as C - even presuming you had years of programming experience. 

CanDo Is programming for the rest of us... 

Ordinary people all over the world are using CanDo to create real applications such as: databases, utilities, animated 
multimedia presentations, kiosks, training systems, and all sorts of games. CanDo enables you to explore your 
imagination and make the things you never thought you had the time or experience to do. 
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interactive media 

Inovatronics, Inc. / 8499 Greenville Avenue / Suite 209B / Dallas, TX 7523 I / USA / Tel: (214) 340-4991 / FAX: (2 1 4) 340-85 14 
Inovotfortics. Ltd. / Unil 1 1 , Enterprise Centre / Cranborne Rood / Pollers Bor / Hertfofdshire / EN6 3D0 / ENGLAND / Tel: +44-707-66286 J / FAX: +44-707-660992 
Inovalronic&GmbH / Im Heidkamp 1 1 / W-5000 Cologne 91 / GERMANY / Telephone +49-221-875126 / FAX +49-221-8704747 
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tures, FDPro 2 delivers the flight 
simulation package for the seri- 
ous a\'iator. FDPro 2 has all the 
features of the hest selling V\WII 
flight si mil la tor, Fighter Duel Fro, 
and more. FDPro 2 is available to 
owners of Fighter Ducl-Corsair 
vs Zero, Fighter Duel Pro 1, and 
FDPro Flight recorder by send- 
ing Jaeger page one from the soft- 
ware manual and $30 in U.S. 
funds. 

]aegeT Software, luc. Direct Salt's 
Department, 7800 White Cliff Ter- 
race. Rocki'ille. MD 20S55, (301) 
948-6862. biqiiirt/ #203 



Highspeed Pascal 

Highspeed Pascal ($]49.95) is a 
powerful Pascal development 
system for the Amiga. The sys- 
tem includes an Integra ted, multi- 
window editor and interacti\'e 
error detection. Highspeed Pas- 
cal also includes a stand-alone 
compiler, and an integrated make 
facility for easy project manage- 
ment. Highspeed !^^scal is de- 
signed to be compatible with 
Turbo Pascal 5 on the PC, giving 
the developer easy compadbility 
between platforms. 
Oregon Research, J 6200 S IV Pacific 
Higlmiay, Ste. 162, Tigard, OR 
97224. (5(B) 620-4919, Fax (503) 
624-2940. Inquiry tt204 

MS1200SEMS2400 
Flatbed Scanners 

Migraph announced two new 
flatbed scanners in their line of 
Amiga desktop publishing and 
graphics line. The MS series 
makes brilliant 24-bit color and 
true 256 greyscale images avail- 



able and affordable for the Amiga 
owner. With two models to 
choose from, the user can select 
the scanning resolution and speed 
thatbestmeetshis needs. Inaddi- 
tion, options like a transparency 
device and a 50-page document 
feeder increase the scanners' ver- 
satilit>'. The MS1200 (S1099) fea- 
tures a maximum scanning reso- 
lution of 1 2t)0dpi, three pass scan- 
ning and the MS2400 (S1499) a 
maximum scanning resolution of 
2400 dpi, one-pa ss scanning. Both 
units feature an 8.5 X 14-inch scan- 
ning area, eight levels of bright- 
ness and contrast settings plus 
gamma correction, ColorKit Pro 
software forscanning and saving 
color, gTe3'Scale and monochrome 
images in 24-bit IFF and other file 
formats, and a SCSI interface. Tlie 
models include every th i n g tha t i s 
needed to begin scanning; no ex- 
tra cables orsoftware are needed. 
Migraph flatbed scanners work 
on all Amigas (except Al 000) with 
4MI3 RAM, a hard disk, SCSI port. 




and a 68020 or higher CPU. The 
Migraph MS series is available 
direct from Migraph and selected 
Amiga dealers, 

MigrnpJi, 32700 PacificHighiim/S., 
Ste. 14. Federal WiUf, \VA 98003, 
(206) 838-4677. Fax (206) 838-4702. 
Inquiry ^205 

MuitiFrome-ADPro 

With VlultiFrame-ADPro 

($129.95) from MacroSystemUS 
you can spend yoiu' tinre creating 
not controlling. MultiFrame- 
ADFro is the ideal solution to 
your multiple image processing 
problems, capable of controlling 
ADPro directly with just a few 
well-placed mouseclicks, you can 
create real-time anima tions, digi- 
tal video effects and custom tran- 
sitions, digital compositing with 
software alpha channel, set 
morphing values on complex 
operators to create special effects 
ovQT time, use spline-based path 
control to modif)' any operation 
to create non-linear motion se- 
quences, and much more. 
MulhFrame- ADPro gives you the 
freedom to easily create variable 
effects over time by allowing you 
to enter values for all complex 
operators and ha\'e the changes 
take effect over the number of 
frames that you need to generate. 
Change the values of any ADPro 
or Morph Plusoperatorovertime 
by using the spline-based path 
controlwithadjus table knots, ten- 
sion, continuity, andbias fornon- 
linear motion control. You can 
create looping effects as well as 
effects that accelerate or deceler- 
ate towards or away from values, 
MultiFrame-ADPro requires no 
knowledge of ARexx orprogram- 
ming. It does require ADPro 2.1 .5 
or higher or MorpliPlus 1.0 or 
higher, and AmigaDOS 2.0 or 
later. 

MacroSystemUS, 24282 Lymvood, 
Ste. 101, Nori. MI 48374, (313) 
347-6266, Fax (313) 347-6643. In- 
quiry it2()6 

Sample Series 

Sample Series (S14.95ea) is a col- 
lection of 8-bit digital sound 
samples for use with Oregon Re- 
search sequencers and sample 
replay devices. There are five 
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Introducing FreshFish™ , a unique CD-ROM 
series that provides the Amiga community 
with hundreds of megabytes of the very latest 
in freely redistributable software. 
The FreshFish 

CD-ROM series ^^^^^r^ 
is produced 
directly by Fred 
Fish, who has 
been working to 
supply Amiga 
users with high- 
quality, freely 
redistributable 
software since 
the Amiga's 
introduction in 
1985. FreshFish 
CDs, published 
every 6 to 8 
weeks, contain 
over 100 Mb of 

newly submitted material in both BBS ready 
(archived) and ready-to-run (unarchived) 
form. Also included are over 200 Mb of 
ready-to-run GNU software (EMACS. C/C++ 
compiler, text processing utilities, etc.) with 
full source code included, and up to 300 Mb of 
other useful utilities, games, libraries, docu- 
mentation and hardware/software reviews. 




Two compilation CDs will also be available. 
The FrozenFish™ series will be published 
every 4 to 6 months as a compilation of the 
most recent material from the FreshFish CDs. 

GoldFish^'^* . a 
two disc CD- 
ROM set, will 
be available in 
April 1994. 
This set will 
contain the 
entire 1,000 
floppy disk 
"Fred Fish" 
library in both 
BBS ready and 
unarchived 
form! 
FreshFish, 
FrozenFish, and 
GoldFish may be 
purchased by 
cash, check (US dollars). Visa, or MasterCard, 
from Amiga Library Services for $19.95 each 
(plus $3 shipping & handling in the U.S., 
Canada or Mexico, $5 elsewhere). 

Fax or mail orders and inquiries to: 
Amiga Library Services 
610 North Alma School Road, Suite 18 
Chandler, AZ 85224-3687 USA 
FAX: (602) 917-0917 



Circle 106 on Reader Service card. 



]\EW 

PRODUCTS 



rt/Ti 



■d oiL 



e/^ ns^a 



t <S'Cafi'K 



\'olumes in the series: Percussion 
and Effects, Guitars & Strings, 
Brass & Woodwind, S\Tith & 
Vocals, and Piano & Keyboards. 
Eacli volume contains an a voragL' 
of 45 samples as well as a demo 
song, 

Oregon Research, 1 6200 SW Pacific 
Highway . Sic. 162, Tigard, OR 
97224. (503) 620-4919. Fax (303) 
624-2940. hiqtiiryno? 

Sequencer One 

Sequencer One (39.95) is a music 
recording, editing, and replay 
program for use with MIDI musi- 
cal instruments and the internal 
sound chip of the Amiga. Se- 
quencer One offers 32-track se- 
quencing over 16 MIDI channels, 
with simultaneous replay of up 
to four 8-bit samples. Sequencer 



one can accurately record MIDI 
inslruments in real time, or if vou 
prefer, step time mode lets the 
user enter music with the mouse 
or with (he keyboard one note at 
a time. The piano roll style step 
editor allows the user to modify, 
delete, or add notes, without the 
need to understand music nota- 
tion. 

Orc<iim HcM'iirch, i 6200 SW Pacific 
Higli-Mu/. S(i-. J62, Tigard, OR 
97224. (503) 620-4919, Fax (503) 
624-2940. inquiry #20S 

Sequencer One Plus 

Sequencer One Plus ($129.95) is a 
high-quality, ?2-track MIDI and 
sample sequencer for all Amiga 
computers. In addition to play- 
ing MIDI instruments. Sequencer 
One Plus can, at the same time, 
pla\' back 8-bit samples using the 
Amiga's built-in sample replay 
facility. Sequencer One Plus fea- 
tures the easy-to-use Diamond 
Drag note editing system, allow- 
ing users eas)' graphical manipu- 
lation of notes in the step editor 
screen. Other features include a 
Tempo Map screen, allowing the 
user precise control of tempo 
Ihroughoutthesong, and the Juke 




Box screen, allowing users lo ar- 
range up to 32 songs lor play- 
back. 
Oregoti Researcli, 16200SW Pacific 

Highway, Sic. 162, Tigard, OR 
97224. (503) 620-4919. Fa.x (503) 
624-2940. Iii,piiry #209 

Studio 

Studio (SI 19.95) is a unique pro- 
gram forcontrolling printers with 
the Amiga. Unlike the Amiga 
printer drivers which only sup- 
port 12-bit accuracy when print- 
ing. Studio is accurate to a full 24 
bits. 

Studio supports the built-in fea- 
tures of printers that other print- 
ing packages do not, including 
the latest 600 dpi LaserJets, color 
DeskJets and Paintjets, Canon 
Bubblejets and dot matrix print- 
ers. The printer drivers supplied 
with StudioarelOO"<i Amiga com- 
patible and will work with any 
program that uses the normal 
Amiga printer drivers. 
Included \vith Studio is a print- 
ing program that aikHvs you lo 
print pictures directly from disk, 
so massive graphics files can even 
be printed from a 5t2K Amiga. 
Other features include support 
for highest printer resolutions, 
16,7 million color printing or 256 
shades of gray to produce beauti- 
ful continuous tone pictures, true 
lo screen colors using color ad- 
justment with 32-bit accuracy, 
special feature to minimize hori- 
zontal banding on dot-matrix 
printers, and poster-sized print- 
out capability. Studio requires 
Kickstart 2.0 or greater with at 
least 512K RAM, Studio fully sup- 
ports Workbench 2.0, 2.1 , and 3,0. 
MacroSyftciiiUS, 242S2 Lyiiwixxi. 
Sic. 101, Novi, Ml 48374, (.V3) 
347-6266, Fax (313) 347-6643. In- 
quiry HIIO 

SPARKS 

Sparks (5149.95) is the Standard 
Particle And Real n'orld Kine- 
matic animation S\'stem. This is 



Multinnedia speaker system 
from Audio-Technica. 



the first particle animation sys- 
tem for Lightwave 3D. Now ani- 
mators can includehigh-end pro- 
cedural animation effects to their 
work. Particles can bounce with 
real world behavior and gravity 
simulation. Multiple point gra\-- 
ity wells allow bending and di- 
recting the stream, flock, or 
swarm of particles. User-defin- 
able paths allow particles to fall 
off a mo\'ing target, allowing for 
sparklers, fuses, wands, multiple 
hit explosions and more. Fade 
envelopes can be built on the fly 
with fade in and fade out con- 
trols. Displacement mappingsup- 
port will give motion to all of 
your objects at once. Bones and 
motions can be appended to each 
object as well as clip maps. Local 
gravity wells can be moved on a 
path. Vou ha\'e complete control 
ov er functions and effects such as 
origin, direction.gravity, multiple 
local gravities, quantity' and more, 
i\rhicriiSiiflciiiUS, 242S2 Lymmod, 
Sh: nn. Novi. Ml 4S374, (313) 
.347-6266, Fax (313) 347-6643. In- 
quir\i)t2n 

The Hit Kit! 

The Hit Kit! (39.95) is a music 
composition system for use wUh 
either of Oregon Research's MIDI 
and sample sequencers. Se- 
quencer One or Sequencer One 
Plus. The Hit Kit! can help to cre- 
ate professional sounding drum 
tracks, bass lines, arpeggio pat- 
terns, and e%'en complete pieces 
of music. .Arranged in an intui- 
ti\X' manner on disk, these parts 
are blocks that can easily be 
brought into the sequencer in a 
wide x'ariety of styles, including 
ballard, blues, house, Latin, 
reggae, and more. 
Orcgim Rcfcnrch, 16200 SW Pacific 
Highway, Sh: 162, Tigard, OR 
97224, (503) 620-4919, Fax (503) 
624-2940. Inquiry it212 

Toccata 

The Toccata (S599.95) is a full 1 6- 
bit audio digitizer. The Toccata 
can digitize at up to 48KHz in 16- 
bit direct to hard disk. Special 
features include an onborad 
iJiixerand ADPCM compression. 
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The ADPCM compression al liuvs 
digitizing at 32KHz directly to n 

floppy disk and pkivbatk from a 
floppy- PlnybnL"k from .1 hard disk 
can bo up !o 1 6 clinniiuls in 1 h-bit. 
The Toccata can also bt: iisi'd vvitli 
VLab IFR to digitize tiw audio for 
a \'ideo sequence. 
The Toccata comes with a special 
version of SEKD's award-win- 
ning audio ed i ting soft wn re pack- 
age, Samplitude. The awnrd-win- 
ning Samplitude Editing Soft- 
ware was named best Audio Ed- 
iting Soft^vare in Germany, The 
Toccata paclcaged with 
Samplitude represents a major 
breakthrough in the price perfor- 
mance of ."^miga real-time audio 
digitizing and editing. 
With features like CD compat- 
ibility, three stereo Inputsand full 
compatibilitv vvith any typo of 
audio de^■ice, the Toccata pro- 
vides the highest quality audio 
digitizing at an affordable price 
on the Amiga. TtKcata works on 
all A20l)0, 301)0, and ^IHXIs v\'ilh 
Workbench 2.0 or greater. 
MacroS^stmiUS, 14282 Lynwood, 
Sic. Wl. Novi, MI 48374, (3B) 
347-6266, Fax (313) 347-664X lii- 
i]i(ini i>2'l3 

Warp Engine 

The Warp Engine series of accel- 
erators; is a breakthrough in 
Amiga expansion design. The 
Warp Engine comes in three ver- 
sions for the Amiga/Video 
Toaster 4000 and three versions 
for the Amiga 3000. 
Tlie -1000 Series: The 2BM 1 1/ Wa rp 
Engine ($899,45) comes with an 
040 socket, four SIMM sockets 
and the NCR SCSI-2 controller. 
This is a very cost cffecti\'e entry 
because the A4000 already had 
an 040 chip installed and 4 to 
16MB of FastRAM on [he 
motherboard. You simpiv remove 
the CBM CPU card and then re- 
move the 040 chip and install the 
Warp Engine. You can also re- 
move the memory from the 
motherboard and install il on the 
Warp Engine. This produces a 
28MHz 040 accelerator with 4 to 
I61VIB of high speed 1140 local 32- 
bit RAM and the fastest SCSI-2 



Ctyntroller a\'ailabie for the 
Amiga. The 33MHz and 4t)MHz 
\'ersions include the 040 proces- 
sors. The 33MI Iz board requires 
70ns ARM to work at lis hi);hest 
speed and the 40Ml-lz board re- 
quires 60ns RAM although you 
can insert vva it states to use slower 
RAA'I. ."Ml of this expansion isdone 
without using a single Zorro slot. 
The 30O0 Series: There ore three 
versions available for the A3000 
which in all aspects are the same 
as the 4000 except that the RAM 
expansion is limited to 64MB. The 
Warp Engine is compatible with 
the Video Toaster and Opal Vi- 
sion. The hoards are designed for 
use in the A 3000 a nd A 4000 series 
Amigas and require .A.migaDOS 
2.1 or higher. 

MacwSy^ti'iiiUS, 242H2 lA/inrood, 
Ste. Wl. Novi, Ml 4S374. (313) 
347-6266. Fii.v (313/ 347-6643. Iii- 
quinf #27 J 



Other Neat Stuff' 



GVP Freebies 

GVP recentiv announced that a 
PD version of the Enhanced 
Graphics System (EGS) is avail- 
able for downloading on 
CompuServe. This demonstra- 
tion version is designed to run 
only on ,^miga systems using ECS 
or AGA graphics. This will allow 
any EGS application to run in 
resolutions up to 640\400 in 16 
colors on any Amiga, without 
addidonal graphics hardware. 
This demonstration \'ersion was 
designed to allow anvone inter- 
ested in the EGS environment a 
chance to experience the look and 
feel of ECS. Since this version is 
limited to native Amigas it will 
not allow resolutions higher than 
640.x400 or color depths greater 
than 16 colors. 
GVP also anin)«nced a free up- 



grade to EGS-SpectraPaint vl.2. 
The free upgrade is available to 
all owners of the EGS 28 / 24 Spec- 
trum graphics board. The new 
version, called EGSSpectraPaint 
vl.2, is available as an upgrade 
electronically from GVP's BBS or 
GVP's CompuServe file section, 
or may be found freelv circulat- 
ing on area BBS's and Internet 
sites. 

Grtvi( ValU-y Piviiiicl:^, 657 Clarke 
Aivniie, Kingofl'nisfm, PA 19406, 
(215) 337-S77Q. fax (215) 337-9222. 
bhptin/ii215 

Sounds Good 

Audio-technica hasbrought forth 
a line of speakers and hea dphones 
designed specifically for multi- 
media use. Their Multimedia 
SpeakerSystem (MMS557S149.95 
and MMS337 S'jy.y?) are perfect 
accessories for (he multimedia 
Amiga, These speakers are mag- 
neticallv shielded, line-cord pow- 
ered, and offer outstanding per- 
formance and value. The 
Omniphonos — a new line of 
headphones — play a special role 
in muHiiTiedia presentations, or 
e\'en thecreation of these presen- 



NEW 

PRODUCTS 



•c(otL 



ef^ /(&a 



tatlons- Omniphones provide 
crisp, clear, rich sound and offer 
the convenience of privacy and 
personal listening comfort. 
Audlo-TKlmka U.S., Inc., 1221 
Commerce Drive, Slow, OH 44224. 
(216)686-2600. Inquiry #216 



•AC- 



Omniphones high-tech 

headphones from Audlo- 

Technica. 
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Montage 24 

by R. Shamms Mortier 




LIKE MANY OTHER AMIGA artists. 1 
have used previous InnoVlsion products 
for quite a while. First there was VideoFX. 
on innovative text flyer from several years 
bacl<. Then come Broadcast Titler. intro- 
ducing raster-interrupt capabilities to 
Amiga video titling. And now, after many 



months of development, there is Mon- 
tage 24 and Montage for the Toaster. In 
some ways, experienced InnoVision soft- 
ware users will be able to tell immediately 
from where the Montage package 
comes. Like its cousinware. Montage does 
not multitask. Noneofthe InnoVision prod- 



ucts do. The design of the interface screen 
also has that InnoVision look; sharply de- 
fined buttons and gadgets end a neor- 
intuitlve approach. 

Montage 24 comes in three flavors, 
one for owners of OpalVision boards, one 
for AGA users, and one for owners of 
GVP's Impact Vision 24. The AGA version 
allows you to save both 24-bit and HAMS 
grophics, while the OpalVision version al- 
lows only Opal Vision-sized screens, No, 
you don't get to have both options, A 
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selector appears at the start of the pro- 
gram that determines one choice or the 
other. This is too bod, since there are 
people who hove OpalVision instolled on 
AGA machines. I would have preferred 
being able to have both choices at the 
sametime, with perhapsasepa rate toggle 
that allowed me to render to either. The 
quality of the OpalVison IVlontage seems 
to be a bit better than that of the HAMS 
renders , but the AGA 24-bit saves off erthe 
some quality. I ran IVlontage 24 on an 
A2500 (68030 with 8MB RAM) and on an 
A4000 (68040 with 16MB RAM). 



Left: Figure 1. Literally hundreds of 
layered transparent looks are possible 
with the new text operators in 
Montage 24. 

Top: Figure 2. Here is on output screen 
from Montage for OpalVision. The 
picture was scanned from a postcard 
and overlayed with Montage 24 text. 
The final composite meets the 
requirements for a professional slide. 



The Montage 24 Interface 

The first thing you see when the pro- 
gram toads is a blank screen v/ith the 
Montage 24 menu staring at you. On the 
screen is a border that helps you to deter- 
mine the best "live" video area. An L- 
shaped movable cursor shows you where 
the text will be placed as you type. The 
top of the Montage menus shows a color 
palette area on the left and a seven-unit 
dither-options area where you can deter- 
mine how any two colors, or just one color, 
will write to the face of the text. I hope 
future versions will allow of least three 
times this many dither designs, or better 
yet, allow users to design their own (spirals, 
circles, diagonals, and three or more color 
options). 

There ore eight seporate buttons that 
allow you to travel around the Montage 
24 environment: Font, Edit, Layout, Back- 
ground, Tronsitjon, File, Render.onda Page 
indicator. 



Traditions 

Montage 24 is a presentation pro- 
gram as well as c text renderer. Montage 
24 renders all screens in either a 24-bit 
format or a AGA Super HIRes HAMS for- 
mat. All screens have to be stored in one 
of these formats in a directory before they 
can be made to obey an effect com- 
mand. There are separate effects that 
can be targeted to any sequenced Mon- 
tage 24 page depending on which ver- 
sion of the program is being run: AGA-1 3 
effects, OpalVision-20 effects, IV24-2 ef- 
fects. I don't have an IV24 board, but the 
special Cut Video effect ollows you to 
cleanly go from live video to a 24-bit 
graphic, and looks like it would be great 
for real-time editing. The OpalVision ef- 
fects are much more complex than the 
AGA effects, ond they are all different. Be 
warned: if you don 'tsave the backgrounds 
loaded separotely before initiating a tran- 
sition sequence, they will not appear in 
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Images at your 
fingertif^s! 

Scan color images in a snaf with 
the Migrnph ColorBtirst''''^' color 
hand scanner. This three-in-one 
scanner scans in iS-bii color (up to 
262,144 colors), 64 true grayscales, 
and monochrome. So whether you 
need new backgrounds and textures 
for video/animation, greyscale 
images for DTP work, or want to 
scan text for OCR (Optical 
Character Recognition) processing, 
yon can do it with the ColorBurst. 

Save your images in IFF and 24-bit 
IFF/FlAIVl-8 formats for esporting 
to the Toaster or your favourite 
application. 

♦ 6 sconning resolutions: 50-400 DPI. 

♦ 5 sconning modes: Super Color, Color, 
Greyscole, Color Dither Holhone and 
Monochrome/line arf- 

♦ Compatible with Workbench versions 1 .3, 
2.x, ocid 3. Supports new .^GA chipset. 

Sec your local Amiga dealer or 

call Migraph direct to order your 

ColorBurst scantier today. 

Call NOW! 
800-223-3729 

32700 Pacific HwyS-# 14 
Federal Way, WA 98003 

Tel: 206 838 -1677 

Fox: 506 838 4702 

Wofits on oil Amigos (except A 1000) with 2MB 
RAM; 4MB and hord disit recommended. 
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ttie sequence. Ttirough Insert and Ap- 
pend in the edit menu, you can continue 
to generate new screens in ttie sepuence. 
It's not the sequenced tronsition com- 
mands ttiat take room to store; it's the 
actual 24-bit image files, so make sure you 
have enough hard drive space. Special 
note to A4000 users: consider adding an- 
other IDE drive to your system. 

The adjustments possible for the tran- 
sitions of sequences include the following: 
Hold Time allows you to specify the time In 
minutes, seconds, and lOOths of seconds 
that a frome will remain on-screen 
(99:99:99 is max): GPITrigger Wait v/ill wait 
for a General Purpose Interface trigger 
activation to go to the next frame in the 
sequence; Ploy KeyWoif waits for a 
spacebar or return; Loop Sequence, not 
available in OpalVision mode, does what 
it says until [(eyed to stop, and is great for 
Point-of-Purchase displays; Ploy Page and 
Play Sequence ore the two ployback 
modes. The sequence can then be saved. 

Conclusions 

I found one bug In the software that 
crashed my A4000 when I tried to mini- 
mize the screen size of the menu that held 
the Montage program while Montage 
was loading. The screen went dark never 
to appear again. This is no big problem as 
long OS I remember not to do that again. 
I found that the OpalVision screens ren- 
dered measurably slower on my A2500 
(68030) than did the AGA graphics on the 
A4000. When I soy " measurably," 1 mean a 
difference of about four times. Since my 
A4000 is Toaster-equipped— and unless 
you use a Video Slot Box from Digitol Cre- 
afions, you can't run on Opal board and 
a Toaster in the some machine — I have no 
way of knowing whether this difference is 
caused mainly by the 68030/68040 differ- 
ence, or by the fact thot Montage 24 
renders faster to AGA than to graphics 
cards. 

Montage 24 comes with eight 
resizable fonts onboard. They also market 
a special PostScript module (S199) that 
should greatly expand the number of font 
options and the creative use of this pacl<- 
oge, Never mind frying to incorporote 
your mossive library of BT fonts. I tried it with 
no success. Montage 24 fonts are in o 
special proprietary format. Serious users 



can either opt forthe PostScript converter, 
or they may purchase a separate library 
of Montage fonts (SI 49) direct from 
InnoVision. I cm very hoppy with the way 
that either o whole line of text or just a 
single chorocter can be altered ond ed- 
ited, OS well as the ease with which the 
text can be moved about the screen. I 
would also like to see a control that allows 
the rototion of text. The 3-D dithering rou- 
tines are also quite effective as a way to 
pop the text out of a backdrop. 

The benefit that Montage 24 enjoys 
over other graphics/text sequence play- 
ers is that it is truly a 24-bit animator. The 
negative side of this is that It cannot ani- 
mate the separote lines of text as they 
appear on a separate poge , as con Scala 
MIW300 for Instance. On the positive side, 
when the screens move, you get abso- 
lutely no ortifacting. This was one of the 
strengths of InnoVision's Broadcast Tiller 
software, though qualitatively this is a far 
more fine-tuned package. The inability of 
the software to allow looping in the 
OpalVision mode — the best mode as far 
as my use is concerned— Is something I 
hope will be redressed in a future release. 

On the plus side of the ledger. I am 
extremely impressed with the quality of 
the text that Montage 24 generates, and 
especially how that text blends Into an 
OpalVision baci<ground image (see Fig- 
ure 2). 



Montage 24 

InnoVision Technology 

1933 Davis Street , Suite 238 

Son Leandro, CA 94577 

Phone: 510-636-6432 

Fax:510-638-6453 

Inquiry #218 



Circle 130 on Reader Service card. 
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The advent of hard-disk animation 
pioyback at 24- and 30fps is uslnering in o 
new future for Anniga desktop-video op- 
piications. Thiere is now a way to get 
around ti^e necessity of running to the 
video editing room to stitch together on 
animoted sequence from a series of 
smaller animation fiies. and the some- 
what expensive method of singie-frame 
recording of a nimations may itself be c ha i- 
lenged, The worst feature of single-frame 
recording, beyond the expense, is that 
internal looping and multiple cut/paste 
operations torgeted at specific frames Is 
impossible. With hard-disk animation sys- 
tems, choosing frames from on edit list 
ond manipulating them before setting 
the final result to tape Is os easy as using a 
wordprocessor. 

For over a year. Interactive Video 
Systems of Gorden Grove. California, has 
been showing on onimoted sequence 
captured from the film Sock to fhe Future 
at Amiga expositions. Attendees thought 
they were witnessing a video recording 
routed through an Amiga monitor, and 
were amazed when told that they v/ere 
actually vyitnessing a real-time animation 
playback from a hard disk. IVS has finally 
released the software that was able to 
accomplish this magic as their 
Mo we/Waker package, and this is only the 
promised start of a modular movie maker 
system. 




ovieMake 



R. Shamms Mortier 




First Considerations 

Before you rush out and purchase 
MovieMaker based upon what I'm going 
to tell you concerning itsfeotures, it's best 
that you know that this software needs a 
very spec ific ha rdware configu ration . You 
can't hope to just pop the software into 
an Amiga disk drive and start editing ani- 
mations. The initial consideration here is 
speed. In order to see onimotion frames 
being written to your screen at 24- or 
30fps, some itemized hardware needs to 
be involved, which con be translated into 
necessary investments on your port. These 
speed considerations implicate your SCSI 
controller, the CPU speed of your system, 
chip RAfvl bandwidth .and your hard-drive 
performance, capacity, and interface, 
Don't worry, It's less complicated than it 
appears. Let's take these one at a time, 
starting with the hard-drive specs. 

fvlovieMaker stores and edits all of 
fhe sound and imagery in your animation 
on a dedicated hard drive, fvtany hard 
drives can be ruled out as too slow to be 
of any use here. The speed at which the 
hard drive must send the data to the 
screen is col led the "sustained media trans- 
fer rate." given in megabytes per second , 
The formula that allows you to determine 
the sustained rate of your drive is: 



The Standard Medio Transfer Rote for 
the drive ts in fvlegaBlts per second . A drive 
with a media transfer rate of 20ivlbits/sec 
has a sustained rate of 2lVlbytes/sec. 
fv^ovielVlokef likes a Standard Transfer Rate 
no lower then 16fvlbits/s6c. 

Hard-disk editing demands that the 
drives access time is also moximized. In 
fvlovieMaker. the data isn't moved as cuts 
and pastes ore performed. Instead, the 
drive is reod in reel time to compensate 
for the new arrangement of data. The 
heads of the drive have to move very fast 
to accomplish this. The drive you use has 
to have an access time below 20ms to be 
used with fvlovieMaker. Luckily, most drives 
that have a standard media tronsfer rate 
of IdMbits/sec and higher also have ac- 
cess times below 1 5ms. 

Moviefvlaker makes great use of the 
DCTV box from Digital Creations. This box 
allows you to get hundreds of thousands 
of colors on-screen from what the com- 
puter thinks is on eight or sixteen color 
frame. With a suitable 350MB drive, you 
can get over three minutes of edited ani- 
mation (with soundl), while a nice fat 
Gigabyte drive gives you over eight min- 
utes. Depending upon the drive configu- 
ration, the frame rate will be 2A- to 30 fps. 
{TheMicropolis»-21 12 1GB drive gives you 



Suacained Rat«=Stai]dard Media Transfer Rate/10 



(continued on page 22) 



Figure 1. 

MovieMaker's 

control 

requesters: A. 

The main 

controller with 

its cut & paste 

icons & VCR- 

like controls. 

B. The 16-bit 

audio card 

controller. C. 

The hard disk 

utility 

controller. 
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Primera Color Printer Photo Realistic Dye 
Sublimation Upgrade 

by Merrill Callmvay 



IN ACW. 1 JANUARY, 1 994 we looked 
at the revolutionary new color wax ther- 
mal transfer printer by FARGO Electronics, 
Inc.. the Primero Color Printer (list price 
$995), but I had not yet received the 
promised Dye Sublimation kit still under 
development at press time. Kit list price is 
$249.95 for the software driver and ten 
sheets with ribbon, Refills ore S89.95 per 25 
sheets w/ribbon {S3.60/print); S279 for ! 00 
sheets w/ribbon C$2.79/print). This is the 



promised continuotion of that review, and 
there ore some very exciting develop- 
ments to report. The software replaces 
the old driver, allowing either wox or dye 
sublimation, and you must use special 
paper and ribbon to print with dye subli- 
mation, changing the "density" in Prefsto 
"4" to indicate dye sublimation option. All 
other procedures are as we discussed lost 
time, 



What is Dye Sublimation? 

When heat causes o solid to change 
state directly to o gas, by-passing the 
liquid state, it is called sublimation, !n the 
arctic, wet clothes freeze, but neverthe- 
less dry on a clothesiine. This is an example 
of sublimation. It is too cold for the liquid 
state, but the sun turns the ice directly to 
water vapor anyway. In thermal transfer 
dye sublimation printing, a heat element 
sublimates dye from a plastic film into a 
gas. The gas is deposited on o special 
paper coloring a small area adjacent to 
the heat source. Because a gos is much 
more finely divided than drops of ink or 
melted wax, dye sublimation has the po- 
tential for greater resolution. State-of-the- 
Qrt dye sublimation printers In fact attain 
almost continuous tone renderings with 
no patterns discernobte unless highly 
magnified. Then, the only pattern to 
emerge is a series of fine but fuzzy lines 
that all but completely blend together. 




Left: Figure 2. Part of a picture of an orchid.the actual image 
area is about 2x2 cm. 

Top: Figue 3. The Toucan from the Brilliance poster. The actual 
size of tills area is about the same as that (or the Iris: 3x2cm. 

Above: Figure 4. The same image area printed with the regular 
Pfimera wax thermal transfer (left), andtlie dye sublimation 
process (right). 
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Technical Writers 
HardTvare Technicians 
Programmers 
Amiga Enthusiasts 



Do you work your Amiga to its limits? Do you do create your own pro- 
grams and utilities? Are you a master of any of the programming lan- 
guages available for the Amiga? Do you often find yourself reworking a 
piece of hardware or software to your own specifications? 

If you answered yes to any of those questions, then you belong writing 
for AC'S TECW. 

AC'S TECH for the Commodore Amiga is the only Amiga-based technical 
magazine available! We are constantly looking for new authors and fresh 
ideas to complement the magazine as it grows in a rapidly expanding 
technical market. 

Share your ideas, your knowledge, and your creations with the rest of the 
Amiga technical community — become an AC's TECH author. 

For more information, call or w^rite: 

AC'S TECH 

P.O. Box 2140 

Fall River, MA 02722-2140 



1-800-345-3360 



REVIEW!) 



MOVING? 




SUBSCRIPTION PROBLEMS? 



Please don't forget to let us know, 
If you ore having a problem with 
your subscription or if you are 
planning to move, please write to: 



Amazing Computing Subscription Questions 
PiM Publications, Inc. 
P.O. Box 2140 
. Fall River, MA 02722 



Please remember, we cannot mail your 
magazine if we do not i<now where you are. 



Please oilow four to six weeks for processirig 



Where Does the Primera Fit In? 

To get a feel for hiow the Primero 
stocks up, I studied octuol prints from two 
state-of-the-art color printers and com- 
pared them to the Primero's output. In 
order for you to picture this comparison, I 
scanned the output from the various print- 
ers at 600 dpi into 24-bit files. This level of 
mognificotion shoves the patterns in the 
output. Keep in mind that these imoges 
were further processed by the printers of 
the magazine into color plates with o 
pattern of their own. In every cose the 
octuol prints look better than a reproduc- 
tion in magazine . and of course . fuli size, 
non-magnified images look best. The illus- 
trations show two high priced color print- 
ers' output compared with the output 
from the modestly priced Primero. These 
magnified views reveal the differences in 
detail, but at normal scale, the perceived 
differences are not nearly so evident. 
Subjectively, to the unaided eye, the out- 
put from the Primera compares very fa- 
vorably with very expensive printers. Ev- 
eryone I showed actual Primera prints to 
wos ostounded at how good they were, 



Arguobly the best color printers in the 
world ore the Iris ink jets. They are not dye 
sublimation, but the SmortJet 4012 pro- 
duces ink droplets measuring 15 microns 
in diameter, approximately the size of a 
red blood cell. With microscopic accu- 
racy, the printer places from to 31 of 
these droplets per color - in whotever 
CfvlYK combination is called for by the 
image data - in a given pixel or dot. The 
Iris precisely varies the size of the individual 
pixels that together form the printed im- 
age. This is equivalent to a printer using o 
single dot size with o resolution of 1500- 
1800 dots per inch. The Iris is compatible 
with PostScript and uses PostScript Fonts. 
The price? About 339,000. The quality of 
the output is like a fine photograph to the 
naked eye. The example Figure 1. magni- 
fied here is about 3x2 cm in octuol size. 

The Seiko Instruments Professional 
ColorPoInt PSH produces dye sublimation 
thermal transfer prints at 300 pixels per 
inch which Seiko claims is equivalent to 
2400 dpi. The color resolution is 262,000 
colors per pixel from a palette of 16.7 



million colors. It uses PostScript and 
PostScript Fonts. Its price is over S 10,000. 
Figure 2. shows port of a picture of an 
orchid. Actual size obout 2x2 cm. There 
are only fine lines and no dots in its dye 
sublimation process. 

Figure 3 shows the Toucan from the 
Brilliance point program poster. The oc- 
tuol size of the area is about the some os 
thol for the fris: 3x2 cm. The Primera dye 
sublimation print compares very favor- 
ably, especially considering the Iris costs 
40 times as much, and the Seiko costs ten 
times OS much! 

Figure 4 shows the some image area 
printed with the regular Primera wax ther- 
mal transfer (left), and the dye sublimo- 
tion process (right). The Primero Dye Sub- 
limation option certainiy odds o dramatic 
improvement to the picture's color qual- 
ity. Note the way the dye sublimation 
handles the uniform sky blue color as op- 
posed to the dithering of the wax. The 
area from each print is about 1 x 1 cm 
actual' size. 

Resolulion and Color Palette 

The Primera prints with a resolution of 
203 dpi. This is a lot less than the resolution 
of the expensive printers and it shows in 
the magnified view. The Primera contin- 
ues to produce "dots" rather than fine 
lines in the dye sublimation mode. These 
dots are not discernable until you mognify 
the output or attempt to use it with a 
halftone screen. Those who plan to repro- 
duce color output the old fashioned way 
with screens will find that they produce 
moire patterns. Any screening should be 
done with o random screen to ovoid moire 
patterns. Those who plon to simply frame 
the output will have no problem present- 
ing the dye sublimation output as a fin- 
ished product. Photographic enlarge- 
ments of the finished prints would be very 
presentable os well, provided the mogni- 
ficotion is not extreme. 
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Good News / Bad News 

Primera does not yet reproduce true 
24-btt color. 4096 is the best palette ob- 
tainable so far. due to the way Commo- 
dore wrote the "printer. device" which 
controls preference printers. 1 predict that 
G printer this good and this affordable will 
enjoy all sorts of custom drivers from de- 
velopers (A3DG has one on the way), so 
it's Q safe bet that its overall utility and 
acceptance will only improve. There is 
nothing inherent in the printer that prohib- 
its printing 24-bit color, so if Commodore 
improves the printer.device, then the 
Primera will keep pace. 

Whal's the Catch? 

Everyone wonts to know what's the 
catch? Why doesthisprintercosfsomjch 
less than the expensive competition? As 
far as I can tell, there is nocatch. There are 
several shortcomings to this printer but 
only if you must have PostScript font sup- 
port would if be necessary for a S9.000 
upgrade to buy a different dye sublima- 
tion printer. fHere's a list of the things I 
don't like about the Primera printer. All 
but one are mere snivels compared to 
how much I respect this printer's quality 
output. The lack of font support may be 
overcome by using FinalWriter graphic 
fonts. 

There is an occasional, undocu- 
mented problem with the friction of the 
dye sublimation ribbon supply roller as it 
turns against two plastic omega-shaped 
clips on the ribbon cassette that hold the 
roller In place, it seems that the roller on 
the dye sublimation ribbon is plastic, but 
the roller for a regular wax ribbon is card- 
board. The friction created by a plastic 
roller bearing against plastic clips, being 
higher than cardboard against plastic, is 
enough to abort dye sublimation prints 
unless you physically spring these clips 
apart a few times, to relax their friction. I 
wos mystified as to why wax prints worked 
fine, and dye sublimation prints some- 
times would not work until FARGO techni- 
col support informed me of this simple if 
inelegant fix. After performing this "clip 
break in" the printer worked flawlessly. 

A rapidly flashing "On-Llne" button 
indicates a mechanical problem. Press- 
ing it will 'retry". If the light flashes and yet 
there is no paper jam. try springing the 



cassette clips. The friction should be just 
enough to keep the ribbon taut, but not 
enough to strain the ribbon winding. Slow 
flashing indicates software or cable 
troubles. 

The second thing I don't like is the 
lack of controls and feedback. There is no 
way to know if the ribbon is out except to 
look, or count your prints (a wide silver 
band across the yellow ribbon section 
indicates the end of the roll, even though 
there oppear to be more prints left). Could 
the driver be written to keep count? 

The printer does not produce the 
same results with all programs. Dye Subli- 
mation doesn't yet work correctly from 
ADPro. You must experiment to see good 
results from different programs. Much of 
thisreflectsthelimitsof Amiga Preferences, 
and/or developers' differences. I like to 
print pictures from FinalCopy or FinalWriter 
by Softwood. Set every margin and edit 
space to 0, and the graphics will print 
WYSIWYG. Don't forget to set your Prefs 
PostScript to "pass thru" if you have been 
using PostScript, 

Paper/ribbon loading is kind of clunky. 
You must insert ten sheets at least and It's 
tedious to shove them in neatly, espe- 
cially since you cannot touch the surface 
of the expensive dye sublimation paper. 
There is no reset mechanism, Should your 
print fail, you must manually rewind the 
color ribbon to the cyan color of the next 
print or the printer will not work. Ribbons 
come in a cellophane wrapper with an III 
thought out gummed flop which, once 
opened, immediately sticks to the ribbon 
when you are trying to extract it without 
touching If. If you cut off the wrapper, you 
risk hurting the ribbon, 

There is neither outline font nor 
PostScript support. This limits printing of 
true EPS and clip art, and it limits Primera's 
DTP functionality to graphic word proces- 
sors such as FinalCopy which support 
graphics printer bit mapped fonts and 
grophscs. Primera will not work with 
PageStream until SoftLoglk writes a driver. 
The lack of PostScript and outline font 
support is the single most serious short- 
coming to the Primero, and undoubtedly 
the largest cost saver, since PostScript 
requiresan expensive license from Adobe 
Systems, an on-board processor, and 
memory. 



Finally, neither the printer nor the 
cassette is sealed against a dirt/ environ- 
ment. Dust, hair or dirt con get between 
the exposed ribbon and the paper caus- 
ing white spots. A fairly clean operating 
environment seems to be necessary. 

Conclusions 

Notwithstanding all of the above sniv- 
els, for the money, no other color printer 
even comes close to printing photo-real 
color graphics on the Amiga. Even though 
the relative specifications don't reflect 
this, to the naked eye, output seems to be 
above 60% as good as the state-of-the- 
art S39,000 Iris printer, but Primera's cost is 
an incredible 3% of the cost of an Iris! I 
know of no other printer that lets you 
switch between inexpensive wax and 
costly dye sublimation. Proofing prints in 
wax before the final dye sublimation print 
will save you hundreds of dollars in mate- 
rials. The Primera offers outstanding qual- 
ity and astounding value. 
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— MovieMaker contimied from pcii^e 17 



a 30fps rate, while the Seagate=2383N 
350MB drive— the one I used to test this 
packoge — gets 24fps.) MovieMaker likes 
SCSI drives more than IDE drives, The re- 
cent problems that ha ve su rfaced regard- 
ing the installation of the new Commo- 
dore 4091 SCSI controiiers in the A4000 
have caused IVS to suggest that the older 
A3000 models with a buiit in fost SCSI 
controller offer the best platform at the 
momentfor MovieMaker. Besides, you can 
run up to seven SCSI drives on a system 
controller, whereas the IDE drives . which 
the A4000 addresses internally . are limited 
to two. IVS is also constantly reseorching 
what drives work best, so you may call 
them for updated details. 

As for accelerated machines, vanilla 
68000s are too slow to process the data for 
full-screen animation and sound running 
from the hard drive. They have discov- 
ered thot a 68030 or 68040 does it faster 
and better by a factor of from 9 to 1 5H use 
MovieMaker on a 25MHz A3000 tower 
(68030 based) with 16MB of RAM and the 
Seagate=2383N 350MB drive. The A3000 
and A4000 also offer the needed 32-blt 
access to Chip RAM 

The Perisound Card 

Along with the MovieMakersoftware , 
IVS has odded the Perisound 1 6-bit audio 
cord. It installs in one of the internal 100- 
pin slots. Add-ons to this card are in the 
works, including a full SM PTE coder/reader. 
The Perisound card gives you full 16-blt 
stereo sound in your movies, which is first 
captured, and then stored to hard disk. It 
can be edited before being played back, 
Audio files, like the MovieMoker video 
flies, are compressed in an IVS proprietary 
format. When the audio Is being edited, its 
timeline can be synced with the on-screen 
video timeline, so that targeted sounds 
oppear at the correct visual moments. 
The audio can be cut and pasted to the 
video timeline. At the moment, 
MovieMaker's audio enhancement and 
editing features are limited to correlation 
with the video timeline, but a stand-alone 
audio editing feature is being devised for 
later release. A great way to add audio is 
to score it using Bars&Pipes Professional 
from Blue Ribbon Soundworks. This soft- 
ware addresses a 16-bit oudio synthesizer 
called the One-Stop Music Shop. This card 
has stereo audio outs that address the 
Perisound input card very nicely. I have an 
A2000 with this setup thot is used strictly to 
generate soundtra c ks and sou nd effects. 



and it is close to the A3000T that is outfitted 
with the MovieMaker/ Perisound packoge, 
moking the connection easy. 

Since the Perisound board also has its 
own stereo audio outs, the AES editing 
software that addresses it con be used 
separately from MovieMaker to assemble 
audio tracks for non-MovieMaker-specific 
video opplications. This is useful v/hen it 
comes to adding scores to any video. The 
software has PLAY controls for selected 
highlighted audio segments as well as for 
entire tracks. Before being tagged to 
MovieMaker video timelines, the audio 
files are stored in standard AmigoDOS 
partitions as AIFF16 flies. Full cut, copy, 
paste, and replace functions are sup- 
ported. Five options are presented for 
selecting SMPTEandothertimelines;SMPTE 
30 (video). SMPTE 24 and 25 (film), and 
two general purpose rates (in Samples 
and Seconds). Samples is very useful when 
the track being considered has a lot of 
sound effects thot need to be targeted to 
specific video frames. Attentuation can 
be set to Mute or to a Gain range of 46.5 
decibels in 1 Sdecibel increments, though 
the Perisound card itself has a dynamic 
range of some 85 decibels. 

When recording an audio file, 
Perisound allows you to choose thesample 
rote (from a DAT qualitv of 48KHz, CD 
quality of 44.10KHZ, down to 17.64Khz), 
ond to ollocate specified space on the 
hard disk before the recording actually 
begi ns. When the file is full , record ing stops. 

A MovieMaker Tour 

There are four modules that make up 
MovieMaker: Audio only Editing/Ployback 
only. Multimedia Editing {adding audio 
segments to the video timeline). Media 
Conversion (converting files to the 
MovieMaker format), and I/O (inputting 
various image choracteristicsond getting 
the movie out to a recorder after editing 
and composition). We've aireody cov- 
ered the audio sections, so let's move on 
to the video-specific features. 

It's best to dedicote a whole hard 
drive, or as much as possible, to 
MovieMaker files. MovieMaker is also 
open-ended, inviting other future pro- 
groms to integrate into its environment. 
There ore common VCR-like controls used 
to play the movie so it can be recorded. 
Using the DCTV box with its dedicated 
composite out makes VCRconnections a 
snap. Audio connections are output from 
the Perisound board. 

A Scene module Is first accessed to 
oilow the conversion of rendered and 



saved frames into the MovieMaker for- 
mat. Real-time playback of standard 
Amiga format fromes is not supported, 
though you can play them back at o 
decelerated rate. The greot news is that 
an ANIM5 animotion file can be con- 
verted OS well as single frames, meaning 
that compressed ANIM5 sequences can 
be saved to disk with great space-saving 
results A Frame Conversion window ad- 
dresses all the needed parameters, in- 
cluding; number of frames in the anima- 
tion, their size, the rote in FPS, storage 
space, and the disploy info (DCTV 3 or 4 in 
interloce/no interlace ore supported). 
Another data area analyzes your hard 
drive specs and determines what the 
moximum FPS playback rate wilt be. Au- 
dio sampli ng parameters are entered here 
as well. 

When a new movie is loaded into 
MovieMaker, it appears first in abstract 
form as a timeline, Editing (cut and paste 
operations) are performed on the timeline, 
and this is then reflected in the sequence 
of images. Severol movies can be loaded 
at the same time, so that cut/paste op- 
erations can take place among them 
producing a finolcomposited result. There 
is a framevie wer that can be moved along 
a selected timeline fof seeing the visual 
dato on selected frames, Single-frame 
accuracy of imoges is supported. Play- 
back can be accomplished with the VCR- 
like controls os Play Forward, Single Step 
Forward/Backward, 4X Forword/Back- 
ward. and Stop. You can also go to the 
beginning or end of the scene or the 
entire movie and constrain the ploy to the 
scene. Zooming in ond out of the timeline 
is supportedfor accurate editing purposes. 
An audio dubbing button accesses 
edited and saved audio files for inclusion. 
A separate MovieMaker Preferences 
screen includes its own options. From here . 
the control panel can be interlaced, giv- 
ing you more space to view the actual 
image display, You con also edit selected 
scenes using only the scene markers, and 
"lock mouse to current movie" attaches 
the mouse to the selected sequence so 
that the frame-viewer is locked, A special 
DCTV auto-pass-thfu mode allows you to 
connect o second monitor to the DCTV 
output so that the RGB display is used for 
the data screen only. Obviously. DCTV 
owners will want to attach the unit to the 
system's RGB out connector beforehand. 
Normally , you would choose an NTSC 30f ps 
frame rate output for both the video and 
audio, though PAL (25{ps) and film {24fps) 
is also supported. 
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Animation Considerations 

Though you can reconvert a 
MovieMokerformatted movie bock to on 
IFF file, it's probably not advisable. Better 
to store to o tope backup system, so that 
looding it again takes less time. On aver- 
age, it takes the conversion utility about a 
second to convert 30fps lo-res frames, 
while an IFF24 frame takes about 20 sec- 
onds per frame. That's a big difference, 
and one v^hich you might like to consider 
when generating the animation in the first 
place. New footage is appended to the 
end of the footage already stored in the 
Movie Maker partition until you fill up the 
partition. At that point, you may have to 
get another hard drive or enlarge the 
partition using special functions of the 
system. Converting a directory of files 
converts all files, so be sure to remove the 
icon files Cinfo) beforehand. 

Conclusion 

Be ready to invest in more then the 
MovieMaker hardware/software ($895) in 
order to be up and running, unless you 
already hove the needed extras. You may 
wont to consider the purchase of an 
A3000,DCTV, a composite monitor, a hard 
disk that can handle the MovieMaker re- 
quirements, and other paraphernolla as 
necessor/. What you will get in return, 
however. Is a bargain. You'll be able to 
finally produce animations minutes in 
length as opposed to seconds from your 
Amiga workstation, and record them to 
video or film with soundtracks attached. 
This software is at the forefront of a new 
age in desktop video, and the enhance- 
ments coming wil[ surely push it far ahead 
of what is even now possible. 
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iMAGINE BY IMPULSE, INC., has long 
had the infamous reputation for rather 
incomplete manuals. Although version2.0 
came much closer to covering the pro- 
gram more completely, some still crave 
more. The Imagine Companion, by David 
Duberman, should help satisfy the Imag- 
ine user who needs more information. 
Through very methodical ond logical or- 
ganization. The Imagine Companion is 
divided into three sections: the introduc- 
tion, a tutorials section, ond a general 
notes section on the various editors in the 
imagine program. It is on these three sec- 
tions that this review is based, 

Computer 3-D graphics is o rather 
challenging art medium with which to 
work, and can be especially intimidating 
to the beginner. Probably the largest fear 
in the beginning 3-D artist's mind is not 
knowing just what computer 3-D is. The 
Imagine Companion tries to alleviate this 
feor by giving some general background 
knowledge on Imagine, including Its his- 
tory and how it evolved into the program 
that is used today. The introduction also 
suggests ways to approach Imogine, wltti 
emphasis on experimentation and sources 
of inspiration. 

Before I get into the summary of the 
different tutorials in The Imagine Com- 
panion, some general statements are in 
order. One of the best ways to leorn to do 
something is by trial and error, and this is 
the philosophy this book pursues in its tuto- 
rio! section. Sometimes the tutorials will 
intentionally lead the reader to perform 
an incorrect action, and then explain why 
the action was wrong. In trying and tailing 
and trying again, the beginner, as well as 
the experienced user, learns how to use a 
program like Imagine. Another point obout 
the tutorials section is its habit of actually 
explaining why a certain action is taken, 
or how Imagine performs certain func- 
tions. If a book just tells the reader to do 
something without telling why this action 
was taken, then it becomes difficult to 



apply the techniques. If the book de- 
scribes the processes so that the reader 
understands how things work, then It be- 
comes much easier to experiment and 
apply the techniques in new and Interest- 
ing ways, 

The tutorials in this book range from 
the very basic to the very complex and 
interesting: using thespin function in Imag- 
ine to create a cup, applying bump maps, 
learning the differences among the vari- 
ous light source types, extruding a fluted 
column, making an anlmotedclown face, 
simulating depth of field, and animating 
fog spilling from a box ore just some of the 
examples. I rendered a sample scene 
from the supplied disk for the depth of 
field tutorial, as shown In Figure 1. i must 
say that I found this one very clever. 

The last part, the general notes sec- 
tion, assumes the task of doing "cleanup" 
work on what might have been missed in 
the Introduction or the tutorials. The topics 
range from the simple to the complex, as 
is the same philosophy in the tutorial sec- 
tion. Some of the topics include: general 
brush/texture mapping, creation of bev- 
eled edges on extruded objects, the little 
known functions of Fracture and Tout in 
the Detail Editor, general tips for anima- 
tion setup, and on extensive seven-page 
ctiapter on the Cycle Editor. This lost chap- 
ter elaborates on the general workings of 
the Cycle Editor; how the Detail, Cycle, 
and Action Editors can be used in coop- 
eration; and general creation of objects 
within the Detail Editor for the Cycle Editor, 

After reading this book cover to 
cover, I found the material very interest- 
ing and very helpful. Clearly, the author 
knows his subject. But this review wouldn't 
be complete without a few problems that 
turned up. 

Actually, 1 encountered only three 
minor problems. The first one is due to the 
mechanical structure of the book's writ- 
ing. For the most part, 1 found its construc- 
tion very well done, with the exception of 
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a few typing errors and one or two sen- 
tence run-ons. To be sure, ttiougti, ttiese 
errors were few and far between. Gener- 
olly, the book was very well written. 

The second problem was due, ironi- 
cally, totheexptanction of Imagine'sCon- 
formotionsfunctions; specifically Conform 
to Sptiere. As the author explains every- 
thing else in excellent and eosy-to-under- 
stand wording, I would have liked to see a 
more thorough explanation of the Con- 
formations functions. The point could be 
made in the book's defense, however, 
The Imagine Companion is not meant as 
a replacement for Imagine 2.0's original 
manual, but instead it Is meant to comple- 
ment and enhance it. 

The third problem concerned the 
depth-of-field tutorial . I n the text, the book 
states thot a finished picture, called 
"Blurry," is included on the accompany- 
ing disk. But when I looked for "Biurry," I 
couldn't find it anywhere on the disk. A 
quick call to Motion Blur Publishing an- 
swered the question. Due to an oversight, 
the image was left off the disk, but I was 



assured that the problem would be cor- 
rected. 

In conclusion, I would recommend 
The Imagine Compon/on to anyone using 
the program — beginners to hard-core 
professionals. With Its clear organization 
and explanation, very cfevertutorials, and 
included companion disk, this book would 
make an excellent addition to any Imag- 
ine enthusiast's arsenal of tools, 
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Figure 1 : A sample scene rendered from the supplied disk tor the depth of field tutorial. 
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Ah, April. Tile month cif spring cleaning and spring showers. 
What do these things hiive to do with tekvoniniunications? Rend 
on. 

Spring Cleaning 

In iin earlier column I alluded to the ftiUoiving subject as being 
the next month's topic. Untortunatelv, after writing the column, 1 
renlized that the subject did not justify ii complete column, so we 
will clean up the desk a bit, and include the essential parts here. 

If you spend very much time on BBSs, you'll soon notice 
seemingly random punctuation and strings of letters. These often 
take the form of ROTF!,, :-). This is a l^orni of shorthand used to 
convey ideas and oven emotions through a non-graphic medium. 
Since few people want to type, or read, a iong-winded discourse, 
abbreviations are used wherever possible. The letters ROTFL mean 



"Rolling On The Floor Laughing." Some other common phrases are 
IMHO, "In My Humble Opinion," and BTW, for "By The Way." 

While many of the abbre\iations used are easy to figtire out, 
such as FYl (For Your Information), some can be do«'nright obtuse. 
For example lANAL means 1 Am Not A Lawyer, and usually 
precedes ad\'ice that may land you in jail if followed. GD&R, which 
usually follows a snide remark, stands for Grinning, Ducking, and 
Running. Requests for information often include TIA, (Thanks In 
Advance), and sometimes begin with PMJI, (Pardon My Jumping 
In). 

What about the odd punctuation? These are known as smileys, 
LIT emoticons. Turn the magazine sideways, so that the colon Is at 
the top. No, this is not a Rorschach test, but you should notice a 
strong resemblance to a face; two eyes, a nose, and a grinning 
mouth. One of the great things about smileys is that, with a minor 
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Figure 1 : The Fighter Duel Pro 2 Demo from Jaeger Software is avoilable on line. 
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nlterntiim, the entiix- mL\ining or emotion the user is trying to 
convey can change. For instance, change the ")" to a "(", mid vour 
smile turns into a frown. Using a semicolon instead of a colon adds 
a wink, ;-). If vou want to sho*v amazement, either real or sarcastic 
depending on the context, type ;-0 . 

The important thing here is that smileys can impart a subtlety 
to the communication that you would get in a lace-to- face 
con\'ersation with someone. For instance, suppose someone's 
message reads "I heard Commodore is launching a multi-million 
dollar advertising campaign. ;-/." You could tell from the winking 
eye and lopsided grin that they didn't intend for it to be taken too 
seriously. 

On line conversations also have their ou'n rules of etiquette. 
For instance, make sure that the Caps Lock kev on your kevhoard is 
off. Otherwise, EVERYTHI.VG YOU TY'PE WILL LOOK LIKE THIS, 
AND PEOPLE WILL ACCUSE YOU OF SHOU'HNG. An important 
thing to remember is the old adage, "Keep your words svvcet, lest 
you have to eat them." This is good advice for any conversation, 
but on line it is especially appropriate. It is very easy in the heat of 
the moment when something has really ticked you off, to let go 
with a blast of venom on line. After all, the computer isn't going to 
reach out and slap your face, so it's easy to get things off your chest. 
This is referred to on line as flaming the object of your comments. 
Remember that others reading your comments almost certainly 
won't share your wrath. Indeed, YOU probably won't feel as hot a 
few hours later, and may regret what you said. Y'ou should also 
remember that people of all ages and opinions rend the messages 
\'0U post. [NOTE: .Many on-line services have rules regarding the 
use of strong and/or threatening language. Use of such language 
many result in the loss of access privilages.] 

April Showers 

They may bring Ma\' flo\yers, but the\' also can produce 
thunderstorms with lots of lightning. I can tell you from personal 
e.>:per!ence that it does not require a direct hit for lightning to cause 
a lot of problems. Tliis is because of the phenomenon known as 
induced current. A lightning bolt passing near a telephone line can 
set up a large induced current in that line. This is what happened at 
mv house one night. The current travelled through the phone line 
to ni\' modem, where it caused e\'er\' capacitor to explode. The 
current then continued on through the serial cable to my A-500, 
destroying two integrated circuits on the motherboard. 

None of the t)lher phones m the house were damaged. None of 
the other electronic de\-ices plugged in were hurt, only my 
computer and modem. While there are surge protectors for sale that 
protect phone linos as well as power lines, none of them are sure 
protection from the power of a lightning bolt. The simplest 
protection is to unplug the modem from the phone jack. This 
isolates the most direct route for lightning to enter your computer. 
Since that incident, I plug in the modem only when I am getting 
ready to go on line. If a thunderstorm moves into the area while I'm 
on line, I disconnect from the BBS, and unplug, knowing that an 
aborted file transfer is a lot less expensive than a neu- modem and 
computer. 



Files of the Month 

GEnie file number 21933, called FDP2DEMO.LHA, is a demo 
of a commercial game that should be out by the time you read this. 
Fighter Duel Pro 2, from Jaeger Softivare, is the latest upgrade to 
their flight simulator. (Figure 1) This demo will give you a chance 
to try it before buying, as it is a fully playable version, with certain 
features disabled. New here are additional planes, keyboard 
controls, and a fix for the long-standing gun problem. The tracers 
now curve in response to your plane's motion and gravity. This is a 
large file at 497,536 bytes, and at 2400 bps will take about 41 
minutes to download. You might want to check local BBSs first. In 
order to be run, the demo, as with the game, requires Kickstart 1.2 
or higher, 2MB of Chip RAM or 2MB of Fast RAM. Increased 
performance results from more memory, faster processors, or the 
AG A chip set. 

How much would you be willing to pay for the abilit)' to 
locate the issue of Amazing which had the review or article that 
you skimtned at the time, but now is vitally important? If you have 
the database program MicroFiche Filer, a modem and a GEnie 
account, it will cost only a short download. File # 21986, appropri- 
ately titled AMA21NG.LHA, is a 33,152 byte file containing 
references for e\'ery article or review in every issue through January 
1994. At 2400 bps it can be \'ours in less than three minutes. 



Tliat's all for now, remember my addresses are; 



GEnie: RHaysS 

CompuServe: 72764,2006 

U. S. Mail: 

Rob Hays 

P.O.Box 194 

Bloomington, IN 474U2-0194 



Please remember to include a SASE if you need a personal reply. 



Next month we will continue our tour with a look at 
CompuServe. See you on line! 
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Ukf imi^ram in/ lllnck Belt), it r;/si) Imppcnt when iimuipiiktiii;^ windows, 
iviii bclieiv il or not, it once happened during lite animated 2.1 IjooI screen 
Ivfore I iufcrlcd imi WB disk! Also tlie dc-nrcluivrs Ix and llm 1.38 seem 
to guru iniiiii more frequently. 

As 11 Iti'inni BUS uxr this is not good. There is n tvtmic topic on tliis 
in a Cenie RT. I iieiieiv it is called '2.i problems'. After rending tsll of the 
messages perlaiiiing to Hiis problem, il seems that users with a wide army 
of configurations are getting this gnru. Only WB2.1 niid the guru 
numbers are coniinon to everybody. 2.1 also seems to hare introduced 
'read/write errors on track 880' for many floppy users iisuiilh/ during 
write operations. Users have had success solving this one by changing 
drive parauieters with a program like Nicpnfs. Others replaced their 
drives, CIA, Paula and/or Gary chips. The C= selpatch update that is on 
the boards slates that it is supposed to solve the g\iru and floppy r/ie 
errors, among otiter problems, hut it isfor 2.0 risers. 2.1 users hai>e an 
even later ivrsion ofsetpatch. 1 manually installed the 2.0 setpntch fix on 
iini 2.1 anywai/ and still had the above problems. I'l'e tried just about 
etvr\/thing and as a last resort I'll soon replace at least the Gary chip. Am/ 
knowledge a)id investigation info this problem will be greatly appreciated. 



Applied Engineering RAM Card and Worl<bench 2.0 

Ck'tL' fJaker of Omaha, N'E writes with a question on tonipdt- 
ibility wiili his nioniorv card nnd Workbench 2.0. 

Ifiiinliy decided il was time to move on to the 2.n version of 
Workbench a couple of months ago, bought the package and tried to install 
it, but discovered llial nuf Applied Engineering S-MB K/liVI card not only 
doesn't -work with it, it draws the buss down cold so that the machiiw wdl 
not boot at all ... 1 get }iotlung but a blank gray screen. Of course, Applied 
Engineering responds with "oh, we slopped supporting our Amiga 
products prior to the release of 2.0" Has anyone to your knojvledge tvorked 
around this by re-writing his own fn'mware for the board to gel it to talk to 
the 2.0 RCKls? 

Ha\'e any hardware hackers tackled tliis problem? If vou ha\c 
any suggestions, let me know I'll pass it along. 

First rule for successful installation of tiardware end 
software 

Adam Szvmczak of Toronto, Ontario, Canada contacted me 
with comments for Keith Christopher and Bob Devries. .Adam 
jiracliHislv offered to communicate with Mr, Dovries via E-Mail. He 
also commented on installation of hardware and software with 
some \'erv good advice. 

77i(' first rule of installing auiilhing shoidd be: do not install more 
than one thing at a liuie. either software or hardware, install one thing 
first, make sure everything -works, and then histnll the next item on your 
list. 

Workbencti 2.1 Gurus 

Bob Devries' mention of guru problems was the subject of a 
letter from Eric Myers of the Bronx, NY. He writes: 

After upgrading my AlOOO to \\'B2.1 via The Rejuxvuator, 1 now 
liaiv 2MB chip RAM and 512 KB fast RA.M. hislalled arc both the I..5 
and 2.05 KS ROMs. 1 do not yet have a hard driiv, just an external floppy 
dri-ve. 1 started getting S0000003 and S0000OQ4 gurus right after the 
upgrade. They are more or less random and unpredictable and have 
occurred in almost eivry program 1 liaiv — commercial or PD. I can 
always inivke the guru -with a program called ApassisI ian AinigaGuide- 



Vertical Pin striping Problem on A4000/30 

Jim Hansen of St. John's, \ei\foiindland writes with a 
problem that affects AGA high resolution modes on his A40()0. 

/ make 4x5 negative and positive transparencies from my monitor 
and, in high resolution modes such as Prodiiclii<ity and Super 71, they all 
shoio a faint ivrSical pin striping in flat areas of the pictures. Tliis appears 
to be some sort ofhardivare fault. Is there a fix? 

Mr. Hansen did not mention whether or not he has asked a 
Commodore service agency about his problem. My local 
dealership's service tech did not know of a widespread problem, 
and has heard no complaints from users in Fargo. He recommends 
taking it in for service. Have any other readers noticed this 
problem? 

SETPATCHMRGCOP Problems 

John Houghton of Collingwood, Ontario, sent copies of letters 
written fo Digital Creations and Adspcc Programming. Tliough the 
details of the letters are much to long to reprint here. John wanted 
to pass along the information in case others are having problems 
similar to his. After installing a DCTV unit that he uses for title 
generation and animation graphics, he began experiencing system 
crashes when running several applications — especially .Aladdin 2.3. 
He struggled with the problem, blaming bugs in several of his 
programs, until, while analyzing his startup sequence, he discov- 
ered the DCTV program installed and automatically executed (at 
bootup) a program called SETPATCHMRGCOP. He removed the 
reference to this program from his startup sequence and all 
spurious gurus have disappeared. He writes: 

/ don't know what this patch does but many of my guru errors 
indicated a COPPER LIST CORRUPT. 

He also noted that DCTV still seems to work OK without the 
patch. 

Temperature Problems With A500 

Harrv Kollv of Seattle, VVA writes about an unusual problem 
with his A500, purchased in 1989. It has 1 M13 RAM and one 
external floppy disk drive. 

Last winter I found nnf A500 would not boot up correctly if the air 
leniperature in the room xeas under 70 degrees. The room is an unhealed 
old bedroom. During the colder months, I keep the door closed to suiv i);i 
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tlic hmtiii^ bill. On iini itiuff off. I i>in fivijuciillii in llu-iv sn / Icaiv llic 
door opfH. Once llic IcnijvmlHn' ■d'armcd up /asf i^friiig (mid all Ihc rest of 
1993), / experienced a mirnwi bool up. Ycflerday it was 60 degrees in this 
room luheii 1 opened tlic door and attempted lo hoot up. I loould try again 
ezvn/ time 1 siui' a degree or luv rise. It toiyk oivr two hours iiiui coiiiillefs 
tries before siiecess. It uhis 7J degrees! 

The (>(>()( up xvill stop after the third line and a Siislem Request will 
appear. Nothing happens if you click im Retn/. When tfoti click on Cancel 
the System Request leaves the screen. The error message reads. Drive dfl: 
not found. Addbuffers failed relurncode 20. 

He notes contacting Omimadoro provided no help in solving 
the problem. I would recommend lli.it (lie unit be l.iken to .1 service 
agency. Chtinccs nre that a teclinici.in can tniLJ a component, 
possibly the chip that controls floppy dri\'e nccess, that faik at low 
temperature bv using a cnnimercial circuit cooler. This product, 
avnilable in aerosol cans, contains a chemical that immediately 
cools a component by several degrees. Simply booting the 
computer with the cover off (while it is warm enough lo boot 
properly), then methodically and stowlv cooling components one at 
a time, and then trying to access dfl: might identify the defecti\e 
component. Also, cooling components, one at a time, between 
reboots may identify the culprit. 

Questions on the Auto-configuration process 

Mark Gilliland sent E-Mail via Portal with questions on the 
.Auto-config process. Here's another question for the hardware 
hackers. 

/ would like some general iiifoniintion on the aulo-coiifig process. 
Specificalhi for an .42000 motherboard using 2.x ROMs and 2.1 OS. 

! am In/ing to debug a problem ivith board conflicts (boards run 
separately. Inil not together) - infonnalion I have comes from 
SHOWCONFIC nimty. 

The problem seems to be at address ECXXXXXX. (The "ne.xf 
available config address after aCVP CPU card, its piggy-backed RAM 
board, and a GVP Scries II SCSI controller.) 

Tlie boards having trouble (the onhi ones I have tried lo plug in): 

- PP&S DonbleTalk ne'ivork card 
-A2UVE2Q(m 

- Retina 4 MB 

Each runs OK by itself. But ivhen any two are plugged in at the same time 
there seems lo be an addressing conflict. Sometimes neither board gets 
recognized. Sometimes onlif one board does (bul not always correctly - 
such as scciii\; (ui/i/ 2 MB on Ihe Retina). And sonielimes Ihe machine just 
hangs and won't bool. It all depends on which boards, which order in llie 
spare slots, etc. 

From what Utile I know about llie iuitO'Co}ifig process, I'm assuming 
Ihe hoot POST routines signal each slot in turn, perhaps indicating 
addressing map at thai lime? Since I Ihoughl code in Motorola CPUs 
should be easily relocatable, I am further assuming there is not a software 
problem, but perhaps a hardware problem (cither a bad trace or solder 
joint, or a faulty I/O port pin?). 

Two of the cards inentioned are no hviger supported b\i their 
manufacturers (either out-of-business or out-of-the-AMlGA-niarket), Bu) 
tlie Retina is brand neu.'. I luive not gotten much help from MacroSystems 
on this. Tlieu recommend speaking to II w oilier rnanufaclurers. The board 
is a rez'ision 4B. and I'm not sure ifils a faulty motherboard or perhaps a 
bad IC. 

If you have any comments or suggestions, send them on, I'll 
pass them along. 



GVP Hard Card and NEC CD-ROM Drives 

Mark also sent along a compatibility note regarding the Series 
U Hard Card + from GVP. 

What rev 4.5 Fast ROM ftrmioare dtvs not iivrk ivith NEC CDR-74 
or CDR-74a CD-tiOM drives? I have recently sent a drive to CVP 
technical support folks for them lo plau with and figure it out. 

He went on to note that it'll «'ork as long as the CD-ROM is 
the only de\ice on the SCSI chain! 

Online! Platinunn Script File Workaround 

Ma.\ Voder ot Arlington, VA ivrites ivilh a question for anyone 
who has some experience with Online! Plalinum, the terminal 
program from the now defunct, iVlicrosvstenis Software. He writes. 

Although my capture buffer ivorks perfectly while using the mouse, 1 
have never been able to nctil'ate it from a script file, as described on pages 
S7-SS of the manual. Does anyone know of a solution? Arc Ihe three ",„" 
necessary after "MENU inil'FER OPEN"? 

ToolManager 2.0 and Quarterback Incompatibility 

Ted Hyatt of 15ron\, .\^ \\ rites with a problem he noted on his 
A3000 with an internal high density disk drive and an e,\ternal low 
density drive. He noted that when running Quarterback v5.ll4 
through Tool Manager version 1.5, he only had one problem, a 
requester for volume Progdir: to be inserted. After canceling the 
requester, the program runs fine. When he installed ToolManager 
2.0, the requester disappeared. However, when attempting to 
retrieve compressed files saved to high density disks. Quarterback 
began asking for disks as if they came from a low density drive. He 
re-installed ToolManager 1.5, and the prolilems \vith Quarterback 
disk access disappeared. He wonders if there might be some 
work-around for this problem between ToolManager 2.1) and 
Quarterback 5.04. If \ou have anv comments, drop me a line, and 
I'll pass them along. 

That's all for this month. If you ha\'e an\' \\'ork-arounds or bugs to 
report, or if you know of any upgrades to commercial soft-\varc, you 
may notify me by ivriting to; 

John Steiner 

c/o Amazing Computing 

Box 2140 

Fall Ri\er. M/\ 02722 

...or leave EMail to 
John Steiner on Portal 
73075,1733 on CompuServe 
Internet mail can be sent lo 
John_Steincr@cup.portal.com 
FAX John Steiner at (701 )2H()-07W 
(8:30 A.M. to 5:30 P.M. Cenlral lime, Mondav-Fridav) 
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Feedback 

Letters to the Editor 



Is there too much Amiga video? 

CD^- receives high praises from a new user. 

Why don't we hear more from U.S. Commodore Executives? 

"Have you seen the CD-i infomercials? Even old junk sells if you do some advertising ." 



Addressing Address Itl Review 

In the January 1^44 issue of AC, our product, Aiiiliwfi II! w.is 
reviewed by Mr. Rick Mannsa. Tliero are a few important notes tliat 
stiould be made in response to this review. 

The latest release of the program is version l.ld, \vhich 
corrects the bug listed in the problems section of the review. An 
update has been forwarded to the reviewer, and otfier owners of 
older versions of the product should contact us directly for upgrade 
information. 

Most importanlK'. .Mr. Manasa experienced problems using 
his laser printer with Address It!. The problem is simply that the 
program is unable to work with proportional fonts. By setting a 
laser printer to a non-pniportional font such as Courier, all 
problems lining up items disappear. 

Otherwise, the review was fair and complete. The "Wish List" 
section of the review is important and useful to our dex'elopment 
team. Pnaducts can't lie improved if it is unknown what users want. 
We encourage all Amiga owners to \\'rite to us with their sugges- 
tions. 

Syd Bollon 

President, Legendary Design Technologies 

Tlumk Yaii, 

Your feedback is also important to AC. II helps us tremeitdmisltf 
-u'lh'ii a dti'dopcr rfsfwiuis Ic an nrticic with new iiiformnlitm. 

Commodore Executives Should Be Heard 

1 ha\esL'en, in 1-uropean .'\niiga publications, a section 
allowing a spokesperson from Commodore to answer queslioiis 
and provide information to the Amiga communitv. Have vou ever 
thought of doing something similar? In this section, vou could let 
Amiga u.sers know what Commodore is doing to promote the 
Amiga here in the U.S. This coulcl allou' Commodore to develop a 
relationship with its user base, and improve its image. To me, 
Commodore U.S.A. is virtually non-existent. What are thev doing 
to promote CD-^- or the rest of the .■\miga line? Bv ha^■ing a section 
in the magazine devoted to Commodore mavbe these questions 
could be answered. 

Doug Libby 
Chico, CA 

AC ct^nliniMlly offcrf CiminiMlore cxeaitiirs an cppetriunilii to 
speak openly nboiil llieir ifiutls am! expectaliona. The febninri/ 1994 (ssiic 



of AC eairieii a ltir;^e inteiview U'ilh U'w E^^gehivehl, Vice I'reiidenl of 
Coiiunodore Engineering. He discusseti Commodore's long term research 
(Tjiif deiK'lopinent ns well i?s invfible neii' products for rek'itse enrlt/ this 
year. 

Unfortunately, yon are rcijuesting infornuUion on Comnuxiore's 
marketing plamfor the United Sfrttcs ami litis is a different problem, 
liiirelif have uv been able to };et CBM executives lo address this need. 
When lliey have offered inforniation for publication, zee have immediately 
published it. IVc have accomplished litis by quoting their speeches (str tlie 
CES coverage in the April 1994 AO or their press releases whenreer tliey 
have been available. 

AC has made several maneuvers of its own over the pasffriv months 
to bring readers more information on Commodore's plans. Check onl our 
ne-d' CD'- column and watch for more s/joic reports. AC has ahoai/s 
brought liie most information to ils readers from all sources. 



"Most Amiga owners are 
NOT video freaks." 



Our offer lo Commodore executives remains open and we hope lliey 
will one day offer llie same open communication for puMicalion we have 
seen from their European counterparts. Until Itieu, we will continue to 
bring our renders interviews with Connnodore e.xecutives as ax'ailabh' and 
special features from trade sitows and otiier events ou a regidar basis to 
keep the Amiga comnuuiity up to date. 

Too much video 

1 believe that Commodore is wasting its time with the video 
market. The future is in the business sector. Consider: 

"The video market is a "niche" market, important to 
some consumers, but not to most. 

*Many, if not most, video consumers would like their 
e.vpensi\-e video computers to do more than edit 
video tape; a little word processing or database 
management woiiki be a nice return on the invest- 
ment. 

*Most Amiga owners are NOT video freaks. Do thev 
persevere because of the Amiga's superior graphics? 
No, the IBM or Macintosh offer graphics at least as 
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gixiti OS the AmigiT's. I low nbout sound? NopG, 
both the IBM and Mac offer 16 bit sound with add-on 
sound cards. Price? Sorry, Commodore has fallen 
behind in this area too. Games? IBM has the lock on 
this one. 
So why does the Amiga warrant .i corps of dedicated 
followers? MULTITASKING, that's why! 

Commodore needs to; 

*Ensurc, by sponsorship or subsidy if necessary, that 
the Amiga has vvordprocessor, spreadsheet, and 
database programs that are equal to those a\-ailable 
on other platforms (Final Writer and ProCalc are 
good examples). Further, these programs must be 
able to read and write files in major IBM and Mac 
formats. 

*Establish a networking standard for the Amiga. Too 
many Amiga programs arc not networkable; this is a 
killer in today's business market. 

*Diimp the 8S0k floppy and "optional" hard drive. Tire 
high capacity floppy drive and standard hard drive 
are minimal equipment in a business computer. 

*Cut their prices to the bone. 

"Commodore has 

another chance to 

establish itself as o 

major player in 

computing." 



What will Commodore have then? Price-competitive 
machines that can work with files in any computer format, 
multitasking all the while! A sort of computer chameleon that can 
be advertised as the perfect business computer with the added 
ad\antage of video editing capabilities! 

Sincerely, 
Jeffrey T Powell 

West Covina, CA 

Tlierf h nii ohi fni/iii^ Hint anihi iwU apply here, "Frivii your lip^ to 
Gi'if 's L'nr. " In this am', i/oi( cnii I'xi'han^'^i' "Corf's car" for the air of 
iinyone in pozver at Commodon' Inteniatioiwl. 



CD^^ Excitement 

I received my CD^- on Christmas Eve. I couldn't wait for the 
official US release and ordered mine from Canada. This machine is 
cvery'lhing a game console should be. Commodore has another 
chance to establish itself as a major player in computing. 

1 also enjoyed your feature, "CD'- Special; CD'- Has Landed" 
in the February 1994 issue. Besides reviews of CD'- software, I 



would like to see articles on networking this device to other 
Amigas. Many owners of older systems will prefer to do this 
instead of purchasing a new Amiga system. It is an excellent stop- 
gap until the A\/\A-chip set begins to appear. 

Keep up the good work! 

Sincerely, 
Terry W. Moore 
San Antonio, TX 

Wi' limv no informalion concerning the JcitiibiiHy o} netieorkin^ 
Amigas to CD''- at tliis lime. Howrocr, AC is always searching for nrtieic^ 
and zoe openly reqticft anyone -unth ideas for CD'- (irticles or projects for 
CD^- lor the Aini;;n) to wrile iif. 

Famous Amiga uses, et al 

It is good to see David Tiberios' List of Famous Amiga Uses, 
for it is at least some consolation against the fact that PCs and Macs 
are used for about e\'orything else. Jeff James' article preceding the 
Feedback section admits much the same: "AGA... Too Little, Too 
Late?" 

Maybe we Amigans can slough it off most of the time, yet 
there must be moments u'hen each of us despises the image of the 
Amiga fighting for its rights as a minority, as if the Amiga is not 
really a true, general purpose computer, but only a game and video 
anomaly. Perhaps the general public can take some of the rap for 
being so ignorant as to buy something besides an Amiga, but 
Commodore gets to take the brunt of it. Over the past decade 
u'e've watched Commodore watch e\■ervbod^' else do their 
marketing right. What does the general public sec when they xvalk 
into Wal-Mart, Sears, Radio Shack, Circuit City, Etc? Everything 
but Amigas. People don't know about independent dealers - what 
fcv\' of them there are. 

If you did not become an Amiga convert back when the A 1000 
first put PCs and Macs to shame, then you've probably got little 
incentive to be an Amigaphile nowadays. Have you seen the CD-i 
infomcrcials? Even old junk sells if you do some advertising. 

1 wouldn't expect Commodore to ever get the picture. And so 
it is that this is why, as Mark Twain pointed out, the spider will 
find it safe to spin its web in Commodore's door, knowing it will 
not be disturbed. Most people will never know about the Amiga 
because its not "in their face". 

Sincerely, 

Ken Dahtstrom II 

Calhoun, GA 

Conimoiiore has made some rich promises concerning CD^-(scc the 
CES iirticle in last issnc), yet good strong marketing for the entire Aniign 
line has yet to he addressed. This has been a consistent story ivith 
Coniinodore, but one that should be placed "hi their face" at every 
opportunity. Your letter loill be forwarded to the offices of Commodore 
International. 

Send letters to Feedback 
c/o Amnzing 



Computing 

P.O. Box 2140 

Fall River, MA 02722 
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CanDo: 

An Interactive Authoring Tool 



Part 8 — AppEvents and Graphics Printing 



by Randy Finch 

While trying to decide what type of program to write for this month's topic, I 
realized there is a program I have been needing for some time that would be 
perfect. I can use the program every time I write an instaUment for this CanDo 
series. 

I create the figures for my articles using DeluxePaint. Once I have all of the 
figures on disk, I like to view them in slide show^ fashion to check for mistakes 
before printing them. This is just begging for a custom Workbench utility program, 
and CanDo is up to the job. The program is entitled PrintPics. 



The Program Design 

The iiSLT inlL'rt'.iL-L' for PrintPics is shown in the upper-left 
corner of Figure 1. The progrnm allows multiple icons representing 
IFF graphics files, such as those in the CDoVHclm window in the 
lower-right coriier of Figure 1, to be selected and dragged to the 
interface window. Tlic selected filenames are then displayed in the 
List object. The View button activates a slide show of the pictures. 
The Print button is used lo print the pictures to the current 
Preferences printer. The Quit button allows the user to e>;it the 
proj^ram. Finally, the long button at the bottom of the interface 
window executes the PrinterGfx program in the Prefs directory 
{Figure 2). This allows the user to quickly change the printer's 
graphics settings before printing the files. 

PrintPics consists of two cards. One is named VVBInterfacc, It 
is the user interface described abo\'e. The other card is named 
Picture and is used for displaying the picture tiles wliile viewing or 
printing. 



The User Interface Card 

The first thing that must be done when 
creating the PrintPics deck is to change the name of 
CanDo's default blank card to WDlntertace. The 
window type of this card must then be changed to 
Workbench. This can be done bv bringing up the 
Window/ Editor requester from the Main Control 
Panel as shown in Figure 3. There arc several 
things that must be done within this recjLiester. 

1. Change the title to "View/Print Pictures", 

2. In the section labeled "Open the \vindow 
onto...", select "the Workbench screen." 

3. Select the Object button in the Attributes section 
and make sure all five objects are checked. These 
include Close Button, Depth Button, Drag Bar, Size 
Button, and Visible Borders. 



4. Select the .'^\'ailab!e Modes button in the Normal Window section 
and make sure the number of colors is set to a number that is less 
than or equal to the number of colors on vour Workbench screen. 1 
use a four-color Workbench so that is ivhat 1 have selected. If you 
have eight or more colors, you can use a larger number of colors. If 
the number of colors selected is larger than what is available on the 
Workbench, the window will not appear on the Workbench, but 
will remain on its own CListom screen. The size and position of the 
window can also be set at this lime; hov\'ever, since the vvindow has 
a drag bar and a si/ing button, these parameters can be set by 
moving and sizing the window on the Workbench, (IMPORTANT 
NOTE: The position can be changed while in Design mode whereas 
the size can orily be changed wiiile in Browse mode. Beware that for 
some strange reason, if you open the Window/Editor requester and 
then select the Cancel button, CanDo will not allow the size of the 
ivindov\' to be changed even in Browse mode. To correct the 




Figure 1 . User Interface for PrintPics CanDo Deck 
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/f/fcaz/K^ Compu.tt/i^^ tie, ^if^st monthm nm/ha maa'azixe^ ka^ adapted to tie 
eif-e^-chait^iH^ /reecf^ o^tke Ami^a aset^^ to iii^m^oi^tk the iest inht^matm^ 

on time I and in tie ec&a/^est mannei^ poss/Me. 

nmazin^ Compatin^ has aca/au^ made a commitment to the nmiwa commanitu, 

andcia-ee op to that h/^h standaj^d ok aaacitu, each month 
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Figure 2. After Calling the PrinlerGrx Prefs Program 
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problem, open Uil' VVindinv/l:JiU>r ri.'i.|iH-'Sk'r ,ij;jin ..irul select the 
OK button. The ivindou- can then be re- sized in Browse mode.) 
5. Click on the AppEvent button in the Scripts section and add the 
script that is shown in Listing 1 for the VVBlntcrface card's 
OnAppEvent event. OnAppEvent is acti\'aled when the user drags 
icons from another windou- on the Workbench to the WBInterfacc 
card. 

The OnAppEvent script added in the last step simply creates a 
document named AppEvcntl.ist and puts the contents of ArgI into 
it. When an AppEvent occurs within a CanDo program, the list of 
filenames associated with the icons thai were moved into the 
window is assigned to the system variable Argl. Each filename is 
separated by a line feed character (ASCII Ul). By typing Argl into 
the document, the Litter will contain all the selected filenames, one 
per line. Document AppEventList is associated with the List object 
on the VVBlntcrface card. Thus, whenever the document is updated, 
the filenames in the List ohject will be updated also. 

The User Interface Objects 

The WBInterfacc card contains fi\e objects: a List object and 
four TextButton objects. The List object, named AppEvents, is 
simplv used to display the names of the files to be viewed and/or 
printed. Therefore, it hiis no scripts associated v\'it!i it, .As men- 
tioned earlier, the document associated with this object is named 
.AppEventList. 

The first TextButton is named View and is used to activate a 
slide show of the files listed in the AppE\'ents object. The second 
TextButton is named Print and is used to print the files listed in the 
AppEvents object. The third TextButton is named Quit and is used 



to exit the program. The; fourth TextButton is named PrintSettings 
and is used for changing the printer's graphics preferences. Each of 
these four buttons has an On Release e\'ont script that executes 
when the button is selected. 

The OnReleaso script for the Vieiv button assigns the string 
"View" to the variable named Command, mo^'es the cursor to the 
start of the current document (AppEventList), and then goes to the 
card. Picture. The OnReleaso script for the Print button is exactly 
the same e.xcept the \'ariable. Command, is equated to the string 
"Print". The script for the Quit button simply executes the Quit 
command. The script for the PrintSettings button executes CanDo's 
Dos command with the string "SYS:Prefs/PrinterGfx" as its 
argument- This tells CanDo to execute the program named 
PrinterCfx in the SYS; Prefs director^'. This program is included 
with AmigaDOS. It allows the user to change various graphics 
settings for the currently selected printer. 

The Picture Card 

The Picture card can be initialized at design time to any 
resolution because it will be changing based on the resolution of the 
pictures being displayed. The Window/Editor should be used to 
turn off all available objects via the Objects button in the Attributes 
section. These objects can interfere with the display of the picture 
files. 

When the V\ew or Print button is pressed on the WBlnterface 
card, its OnRelease event script activates. Each script activates the 
Picture card after assigning a value to the variable. Command, and 
moving the cursor to the top of the AppEventList dt>cument. When 
the Picture card is activated, its AfterAttachment script executes 
after the card is displayed. 

Following through the AfterAttachment script in Listing 1, the 
first thing that occurs is that the variable, ThcLine, is compared to a 
null string. TheLine is the string in the current line of the current 
document. If this string is not null, meaning that at least one file has 
been dragged to the WBlnterface card, the ShowPicture command 
is executed with TheLine as an argument. The ShowPicture 
command loads the file specified by its argument and associates It 
with the current card. Picture- It docs not matter if the file contains 
a picture of a different resolution or depth than the Picture card, 
CanDo will automatically ciiange the card's resolution to match the 
file. The ScreenTo FRONT command then displays the picture- 
Next, the script determines which button the user pressed by 
looking at the contents of the variable. Command. If this variable is 
equal to "View", then the script pauses for fi\e seconds, otherivise 
(the only alternative is "Print") the PrintWindow command is 
executed. This command prints the current windo^v to the user's 
Preferences printer using the current graphics settings. After either 
pausing or printing, the current document's cursor is moved down 
one line, which places it on the next filename in the list, and the 
script is exi ted- 
Once the AfterAttachment script finishes e.xecution, the one 
and only object on the Picture card activates. The c^ibject is a timer 
set to go off after zero seconds. Therefore, its Occurred script 
executes immediately. This .script checks to see if TheLine is null If 
it is, there are no more files in the list to view or print, so the 
program goes to the WBlnterface card to await more user input. If 
TheLine is not null, the Picture card is activated again causing its 
AfterAttachment script to execute again. The Timer object, named 
Timer_l, must be used because the CotoCard command cannot be 
issued from within an .After.Attachment script- 
Some of you may be wondering why 1 didn't just pass the list 
of filenames from the OnAppE\'ent script to the Picture card by 
using Argl as an argument and then creating a loop within the 
AfterAttachment script to display each picture in turn. Good idea! I 
tried it- It dix'sn't \vork- The first picture displays fine, but when a 
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Auliioriscd Amiga Dealer for 7 Yciirs! 

Low overhead. Low markup. Low prices! 

Dedicnled to delivering the best values! 



Computer Answers 

917 - Central Avenue. R-incc Allu-rl. Sask.. Canada S6V-4V2 
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(306) 764-2888 
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Amiga CD-32 



■ World's first 32-Bit CD-ROM 

■ Twice as fast as other CD's 

■ Upgradeable into a computer 

■ Over 262,000 Colors oa-screen 

■ Optional card for CD Movies 



Amiga 1200 



- 68020 CPU running at 14 Mbz 

- 2 MB RAM Memory 

■ Upgradejible to 68030 CPU 

- Over 262,000 Colors oa-screen 

- 800X600 mode on a 3942s! 



CD^32*a have been in Stack JSl imping in Arnica i200'9 arciO'Stock itt Canada £ 
Canada since Dec/93f Lota ofMlea* avnihbfe for shwping aovf 



CD-32 & 4 Games A1200 & 8 Games 

$399'^^, $399* 



' CD'32 GBmc Console m% 

Sleepwalker, Arabian Knigbts, Piabail 
FaatatioM Ji. John Barnea Euro Football 



A1200 Computer vw'ti Cunthip, 

Test Driw Z On=rAj7/, Toyota Ceh'ca GT, 
Ultimate Golf, Ga2:za2, Silkiiocrn i£: Zool. 



Amiga 4000/ 030 



■ 68030 CPU running at 25 Mbz 

■ 4 MB RAM & a 120MB HD 
- Upgradeable to 68040 CPU 

■ 1.76 MB High Density Floppy 

■ 800X600 mode on a 1942s! 



Amiga 4000/030't are la-itoek la 
Canada i- available far tbippiag aotr! 



4000/030 & 240MB 

$1699* 

- 68030 CPU running at 25 Mbz 
-4MBRAM 

- 24 MB Hard Drive 



Amiga 4000 / 040 

■ 68040 CPU/FPU at 25 Mbz 

■ 6MB RAM & a 120MB HD 

- Upgradea ble to 33 or 40 Mbz 
-1.76 MB High Den sity Floppy 

- 800X600 mode on a 1942s! 



Amiga 4000 /OtO a are a tradable at 33 or 
MI1Z& uillt Fast SCSI-2 buill-io! 



4000/040 & 240mb 

$2299* 

- 6S040 CPU/FPU at 25Mhz 

- 6 MB RAM Memory 

- 240 MB Hard Drive 



1/bu can receive your new A 1200 or CD-32 at your door for only $19 
(laclades shipping, handling & import fees. Ask for details.) 



Yott can recei ve your aewAwiga 4000 system at your door for only $39 * 
(Includes shipping handling <£ import fees. Ask for details.) 



Brilliance (AGA) 

$89* 

■ The best 24-bit paint program 
- Fastest <& most powerful 

■ Best price anywhere! 



A1200&60MB 

$499* 

■ 68O2O CPU running at 14 Mbz 

■ 2 MB RAM Memory 

■ 60 MB Hard Drive 



A1200 & 120mb 

$599* 

■ 68020 CPU running at 14 Mbz 
- 2 MB RAM Memory 
- 120 MB Hard Drive 



A1200@40mz 

$999* 

■ 68030 CPU running at 40 Mbz 

■ 6 MB RAM Memory 

■ 120 MB Hard Drive 



Ma c/IBM/Amiga 

$1999* 

- 68030 CPU running at 25 Mbz 

- 6 MB RAM & al20 MB HD 

- Emplaa t Card for Mac & IBM 



A4000@33Mbz 

$3299* 

■ 68040 CPU/FPU at 33 Mbz 
- 10 MB RAM (Exp. to 146 MB) 
-270 MB Fast SCSI-2 HD 



A4000@40Mhz 

$3899"^ 

- 68040 CPU /FPU at 40 Mbz 

■ 20 MB RAM (Exp. to 146 MB) 

■ 345 MB Fast SCSI-2 HD 



A4000@40Mbz 

$4799"^ 

■ 68040 CPU /FPU at40Mbz 

- 30 MB RAM (Exp. to 146MB) 

- 525 MB Fast SCSI-2 HD 



CD-32 Ga[ncs& Movies! Call for Gill for infoimalion on systems uith lime base concctors, audio hoards & for Wcciin|iitji:i:5syouroiili:rftiihpo>ire:niby 
Ihc latest list of updated titles! digital nonlinear editing. We can custom configure a sy!>Icm to your needs. VISA, MasterCard or Money Order 



CD-32 (James $34* 

Winter Sports, SurfNmJas, Rc^ch ibr the 

Gold Legacy ofSoT A siL Lotus Trilogy, 

Zool, Dangerous Strcetx Wbales Voyig<^ 

Roboccui Dc<p Core D Generation, 

Digger^ TroJIs. Chaos Engine. Exiie, 

SyndicatCy Labrinth ofTintc, Hutnans, 

Bca vers, Utopia, Castles II, Pirate Gold, 

Morph, Liberation, Overkill, Juras^c Park. 

US FootbaU. AEcrocosm, Uridium, Donk, 

Kara te, Alien Breed <£ Afore 

CD-32 MPEG Movies $29* 

The Firm, NskcdCun, Fmal Attraction, 

Ap<ictl)pseNow, Black R/iin, Patriot 

Gainfs, Posx, Star Trek 6, Sliver, Hunat 

for Red October, Indecent Propositi. Top 

Cub. Billy Ray Cirus, Sting, Eric Clapton, 

Bryan Adams, Bon Jovi tS: More. 



Special SoRware Purchase 

BriUiance (AGA> $89* 

Final Copy !!( AG J^ $39* 

Zool (AGA) $14* 

, OvsrldU(AGA) $14* 



Toaster 4000/030 

$3699* 

■ 68030 CPU running at 25 Mbz 
10 MB RAM & al20 MB HD 

■ Toaster 4000 Card (version 3.1) 



Toaster 4000/040 

$4699* 

■ 68040 CPU/FPU at 25 Mbz 

■ 14 MB RAM & a 340 MB HD 

■ Toaster 4000 Curd (version 3.1) 



Special Modem Purchase 

14,400 Baud Modem with FAX 
Caller-ID & Voice/Fax Switch 

Only $149* 



Toaster @ 40 Mhz 

$6699* 

- 68040 CPU/FPU at 40 Mbz 

- 30 MB RAM & 525 MB SCSI2 

- Toaster 4000 Card (version 3.1) 



Anima te @ SOMbz 

$3999* 

■ 68030 ® 25 & 68882 ©50 Mbz 

■ 6 MB RAM, 120 & 500 MB HD 

■ Personal Aaimntion Recorder 



Special Priatet Purchase 

High Speed 24 Pin Color 
250 CPS with lOO's of Colors 

Only $199* 



Video Hardware 

Personal TBC 3 $675* 

Personal TBC 4 $799* 

Personal V-5ccpe $699* 

Personal Aaim Recorder$l,499* 



PARecorder/500MB 
Toaster 4000 (3.1) 
Toaster Y/C Adaptor 
Retina 24 Bit Card 
Picasso II 

GVP Spectrum (2MB) 
Merlin 24 Bit Graphics 
VLab (30ips recording) 
Toccatta 16 Bit Audio 
Amiga Link Network 



$2199* 
$1,899* 
$399* 
$369* 
$449* 
$499* 
$599* 
$399* 
$489* 
$99*ea 



Special Mtmitor Purchase 

Commodore 1 084S $1 79* 

Commodore 1942S $369' 

Ask about 800X600 on a 1942S! 
A Computer Answers exclusive! 



'Now tar the fmaptinL The U.S. prices shou'n arc tcscd oa ihe L'Si-Ctini eichiiage tjis ai of ^aid crcjiior.. a-^d ari: shewn for co:ururiion parj<t>4cs ocJy. Since uc an: a C^njilLin t:ampjjiy, all 
iraniactionJ arc condLctcd in Can^iao fundi. Jf you are nol CarjidLin, vour Kink wiJ iutomaiically iDonvcn u> fnrcgin fundi %hcQ vou pljt^ ^m order Sz'^e Ju'Lhorisc vour card, ihcrcfoir:, sciujI prioe* 
m3>- \-ar> ilighUy (uiually Ic4t than ^'i%}. Sasloiirhcvt-an rvaidcr.U aJd ^It PST&Car^bn rtsideau aiid 7* GST. W^do poc ooiiita any other pro\iacial Mtxto or ^Kderml Oixtm or tsrrifft. Thji add 
reflect pTtxJuclsi pricinc avaibblc lo u* as of Jautfjir/ 27S4. When you read this in the >lfiri/ W Usue. ihir^i may have ctiaagcd, wgiv-e ujacall forUie hwixt ctirreat pric^ Special order ilcmi are 
^"ughl in on pre-paid orucn &■ sbippciJ b lol quanlilic*, »o plcaic allow 3-4 week* for delivcf^-. There wiU be a 15% naiocking fee on onlen relumed/cancelkrd/nifuifid. All equipcmfit i» NTSC'120 
Vo]W DUlli. Some ilcmi are very- popular A: demand exceed* supply, so order early to avoid dissapointmcnL Itcmi out of (tock will be special ordered & ihinpcd v. hen a\-ailablcL IT vou are unclear on. 
anyof thii. plcajcask fordctaUi. Scgry, butweain bo( be /■nponiibh for damngti or loaa during sbippaig. mo pleate insure yovr orderl fjcy, bare I maockmtd lately that'die Atnigu Rulm? 
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picUiri.' that is not the sjmc resolution .is tlie first is encountered, i! 
does not display properly- It will appear using the resolution of the 
first picture. Thus, if the first picture is high resolution interlaced, a 
subsequent picture that is high resolution non-interlaced will be 
squashed \'crtically. This bug was \'erified hy a technical support 
person at INOVAtronics. They plan to correct this problem in a 
future release. A.-; an interim work-around, the Picture card must he 
activated between each picture. This reinitialization allows the 
card's resolution to be changed via the ShowPicture command. 

The Home Stretch 

Well, that was short and sweet. I like programs that are useful 
yet do not require too much effort to develop. Do you have any 
utilities created with CanDo? If so, I would like to see them. You 
can write me care of this magazine. 



m^^^smsm Listing 



tifttinfl 1. PrintPicB CanDo I>Qck 



Deck "PrintPicB" 
Time 19:49:07 
Dace 12/22/93 



Card(B} in deck. 
Cord "Picture" 
Card "WB Inter face' 



3 Cardts), 3 vqre printed. 



HatLural arder at Cards: 
Card '"WBint&rface" 
Card "Picture" 



there are na Globe!; routitieft ia tbis deck. 



Card "Picture* 

AEcerAttachmenc ; uaed to be Af tierSiartup 
If TheLlneo"" 

ShowPicture TheLine 
ScroenTo FRONT 
r£ CQmmand=*'View** 

Delay 0,5,Q 
Else 

Printwindow 
Endif 

MoveCuraor DOWN 
End If 
BndScript 

Window "Uaerwindow" 
DeEinltion 
Origin 0.0 
Size 330.300 
Title •"' 

NlEEberOf Colors 32,69632 

HindowColors OiLO ; Detail, Block, Background 
WicdowObjectB NOKE 

WindovFlags ACTIVATE B0IU3EKLESS SEPARATESCREEH TOFROm? 
EndScript 
EndObjeet 

OneShotTiraer ^TirMBr,.!" 
PeEinltion 

Duration 0,0,0 ; Hinutee, Seconds, Jiffiej 
EndScript 
Occurred 

if Theiiinoo" 

^toCerd "Picture" 
Else 

GotoCard "HB Inter face" 
Endlf 
EndScript 
EndObject 
End of Card "Picture" 



• Card 'Traintarface" 
Window 'UaerWindov" 
fieCinlticKi 
Origin 50,30 
Size 340. 2B0 



Title "View/PTint PicCures" 

J!lul»berOfCol.ors d,69£33 

Windo^*colD^o 0,1,0 ; Detflil, Block, Background 

WiiidOwObjects CLOSEBUTTON DEPTHBOTTOHS DBACBAR SIZEBOTTOW 

WindowPlags ACTIVATE T07H0NT WORKBENCH 
SfldScript 
anCloeeBuCtPn 

Quit 
EndScript 
OnAppEvent 

Ma k:e Document "J^EvencLiet" 

Type Argl 
EndScript 
EndObject 
List "AppEventB" 
Definition 

Origin 23,26 

Size 2G4,15e 

Font "tDpaz' 



FontHanB, PointSlze 
Prlntst/le PLAIN ,2.3 I Style, Penl, Pen2 
TeittColore 1,0,JAM2 j PenA, PenB, DrawHode 



Border DQUBLEBEVEl, ,2A 
Document "AppEventLisf 

EndScript 
EndObject 
TextButton "Vieur' 
Definition 

Origin 27.208 
Font "diamond" , 20 
PrintStyle SHADOW 



BorderStyle, HalnPen, ExtraPen 
where the text conea trom 



FonCHaae, PointSize 
2,3 J Style, Penl, PeQ2 

PenA, fei^, prawKode 



TextColors 1,0, NORMAL 

Text " View " 

Border BEVEL ,2,1 r BorderStyle, MaiiiPen, ExtraPen 

Hiflhlight COMPLEMENT 

ButtonFlags HOHE 
EndScript 
OnReleaee 

Let CosDand-"View* 

MoveCursorTo STABTOP DOCUHENT 

GotoCard "Picture" 
EndScript 
EndObject 
TextButton "Princ" 
Definition 

Origin 127, 20B 

Font ''diaaond''j2Q ,- PontNlaias, PointSize 

PrintStyle SHADOW ,2,3 ,- Style, Penl, Pen2 

TextColors 1,0,HORMAL ,- PenA, fenfi, Di-awKode 

Text " Print " 

Border BEVEL ,2,1 ,- BorderStyle, KainPen, ExtraPen 

Kighlight CQHPLEMEHT 

ButtonFLags KOKE 
EndScript 
OnR^lease 

Let Cociiiand«"Print" 

KcJveCurBEJrTo STAJITOF DOCUKEHT 

GotoCard "Picture" 
EndScript 
EndObject 
TextButton "Quit" 
Definition 

Origin 227, 20S 

Font "diBjnond'',20 

PrintStyle SHADOW 

TextColore 1.0, NORMAL 

Text " Ouit " 

Border BEVEL ,2,1 ; BorderStyle, HainPen, ExtraPen 

Highlight COMPLEMEHT 

ButtonFlage HOKE 
EndScript 
OnBelease 

Ouit 
EndScript 
EndObject 

TextButton "PrintScttingo" 
Definition 

Origin 2B,244 

Font "garret", 16 i FontNane. PointSlze 

PrintStyle BOLD SHADOW ,2,3 ; Style, Peni, Pen2 

TextColocB IjCHOHHAL ; PenA, PenB, DraiAtode 

Text " Change Printer Gfx Settings " 

Border QEVEL ,2.1 ; BorderStyle, Haiofen, Ejctxapaa 

Highlight COlG-LEHOrr 

ButtonFlags I^ONE 
EndScript 
OnBelease 

Dob "SKSiPrefs/PrinterOfx- 
EndScript 
^^Object 
End of Card "WBInterface" 



FontHane, PointSize 
,2,3 ; Style, Penl, Pen2 

PenA, PenB, DrawHode 



•AC* 



Please Write to: 

Randy Finch 

c/o Amazing Computing 

P.O. Box 2140 
Fall River, fAA 02722-2140 
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A Shell Glossary, Part 1 



Quite often, while I'm writing my articles, I find it necessary to resort 
to a glossary of computer terminology to make sure that I'm. using the 
correct terms. Also, since 1 use IBM compatible machines at work, some- 
times I confuse terminology that is not the same among MS-DOS ma- 
chines and Amigas. I thought it might, therefore, be helpful to define 
clearly some of the terms which I commonly use in my column. I will not 
concern myself with AmigaDOS commands, but with other terms related 
to the use of AmigaDOS. I'll proceed in alphabetical order and define one 
term per paragraph, beginning with active. 



Active refers tn the window wliich is currently selected; that 
is, the tme in which you nre working. If )'ou move back and forth 
between various windows (isn't multitasking great!), vou will 
notice that you need to click in a window to make it active. You can 
not work in a window that is not active. 

AmigaDOS is the operating system used by the Amiga. Each 
computer system uses a different version of DOS (disk operating 
system). For example, most of the IBM world uses MS-DOS, which 
stands for MicroSoft. The operating system is the system of 
commands and instructions that actually run the computer. 

An application is a type of software that performs a task. For 
example, word processors, spreadsheets, and databases are all 
applications. Man\' computer systems divide all softvv.ire into two 
groups: application software and systems software. Systems 
software is the software needed to run the system, such as those 
commands contained in (he 'c' directory of Amigas. 

An argument is a piece of information needed in some 
command lines to complete the command. For example, to see a 
directory listing of drive dfl from the command line, )'ou would 
type a command, DIR, and an argument, dfl:. Not all commands 
require arguments. 



One concept many users have trouble comprehending is 
ASCII. This is an acronym for American Standard Code for 
Information Interchange. When you produce a document using a 
word processor program such as ProWrite, that document can only 
be read or changed (basically) b)' i'roVVrite. Mowever, most word 
processors today have an option which allows you to con\'ert such 
documents to text files. These text files are, in essence, ASCII 
format. ASCII allows all computers, whether IBM, Macintosh, 
Atari, etc., to be able to share text files. Text files found on computer 
bulletin boards are normallv put in ASCII format so that users of all 
systems can access them. Files that 1 create al work on my IBM 
compatibles can be read at home on my Amiga because of ASCII. 
Of course, since the two machines have different operating systems, 
I can't put an IBM diskette into an Amiga computer; however, I can 
upload to a bulletin board from my IBM and then download that 
file lo my Amiga once 1 get home. 

Two terms which are very similar arc backup and back up. 
Please notice the spacing of each. Backup is a noun and refers to the 
extra copy made of a disk or file. Back up is a verb and refers to the 
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The Intelligent, Intuitive Tax Preparation Program 



TtnBnat, the easiest-to-use preparatiim IbbI 
fir tour fersanal campuler. Im retttm preft- 
rilian can be fruslratins anil confusing. 
Ta»Break pmniies you the tools lo speeil op the 
process, aoi mioiia'ae emrs. Best of all, 
JatBrtak allows jrDu to load two retarm simal- 
taneouslf lo see which particular Ian sceaaria 
mill saie yon the most nrofier- 

■ Pertomi VVlM if calcajiaions «itti muluple reuit™ 
and estimaied BmouilS- 

■ Use mGu&e or keyboard Tot' verssti^ily 

■ On Ins conl&il -SHisiUve he^j 

I Pms IRS-3(xept^e facsimile prnxniS- 



I Easy nuvement boween forms. <sd»Ues, wortsheos Eipenses 
and line lUnwatons is sutKJard (or TaiBreak Just (** ^^^^^^ j. ^^^ lir tte e 
an the applicable lire and tlie bad lo lomi appears g- [JffiablBd i 



K Zoom in or out of brgh and low resolution 
A conslant display d Eiie "hoLtom hne" tielps ynu 
analyze you- tai status as you prejiare (Our reti«i 
On-screen look aH* forms and schedutes 



fonus and Schedules 
full) Integrated mill) 
TaiiBrHk BS: 

Firiii 1II4D 
ForallHU 

Sclttdile k: tusmsS DeductHvts 
Sditdilc I: Inurest aid Dividenl 



ScMate C; Profit or loss from 

Business 

Schirioli Ik Capital Gains K 
Losses 

ScMak E: Supplemental Income 
SchedJe 



$79.95 



^,-. , Updales from previous years 

OxXtmc. «a9.95 

Post Olto Ba. 90309. Lang Beach. CA 908090309, USA 
Prww I310f«7iaa7 • FAX (3101 iW/CB?! 



Scltiile St: Steiai Secuniy Sell 
int : 

Tii Fan Kit Depnecia'jon S 
Amnrtization 

fm 2441: Credit for Chid & 
Depcndam Core Expenses 

Hrm tUL IRA. Non-Deductable 
CcitntxitiDns Basis & Nonviable 
Qistnbutions 

Fora ilOC: Employee Business 
Expanses 

Fom 39(3: Mams Eipenses 
Foni BG1S: Computation of Tan for 
chldren Under Age 14 

Itmfitt: Anihcaiioii for 
Aucamals iittesxns 



Circle 159 on Reader Service card. 

action of makinji; ,in cxtr.i copy of J disk or file. Whenever you 
purchase a new disk conlaining a program, the first thing you 
should do is make a backup of that disk and then store the original. 
The only time you should e\'er use the original again is to make 
another backup. Likewise, if you have a hard drive, you should also 
back up your hard drt\e every so often in case you have a system 
break do^vn of some sort that cniLses files lo he lost or become 
irretric\'ablc- 

When voii format or copy a disk, vots may have seen the term 
block appear on the screen. A block usually is 512 bytes functioning 
as a single unit either in RAM or on a storage device. Usually, the 
entire unit is bound together, not separated. A block can also refer 
to a group of related commands in programming. 

When you turn on your computer, you actually boot it up. 
When you liool vour machine, the files and commands neetled to 
operate it are loaded and read. Not all disks are Ixiotable. If tliey do 
not contain svstem continands and instructions, such disks will not 
cause the computer to become ready to operate. By selecting 
appropriate commands and files, it is possible to make a s\stem 
disk which will starl llie machine. Simplv Ix'caiise a computer is on 
does not mean that it is read\' lo operate. Sometimes when a 
program fails, it is nccessarv tty reboot ytiur machine. There are t\vo 
wavs to do tliis. First, vou can give it a cold boot (or reboot) bv 
turning the machine completelv off, letling it reset for a fetv 
minutes, and then booting again. The second way is by a warm 



boot (or reboot). 1 once saw this method descrilx'd bv a writer as the 
"Vulcan Death Grip" because it requires holding down the Ctrl key, 
the Alt key, and the right Amiga kev at the same time. 

At times, it is necessary to use keyboard combinations. Some 
of these were discussed in a recent column about the features of the 
Shell In keyboard combinations, you use more than one key to 
perform a funtion. For example, many combinations require the 
Ctrl key and another kev. The Alt key is also often used. 

CLI is Command Line Interface. Toda\-, this term is being 
replaced by Shell. Both the Shell and the CLI are the same thing, but 
the CI .i came first. It is a metlmd of controlling a computer from the 
keyboard by typing in specific commands and arguments. The Shell 
is simplv an advanced \'erston of the CLI. I'his is becoming a 
widely used lerm, for VlicroSoft is now including the DOS Shell in 
its system soft\vare packages. ! do not knou' where the term 
originated. 

.'\ command is an instruction given to your computer so that it 
u'ill perform a task or function. Commands are programs thetn- 
selves, Thev perform routine tasks such as copying, deleting, and 
renaming. 

The Amiga Shell has a command history. This allows the 
Amiga to remember various commands that you have executed 
from the Shell and recall them by pressing the up and down arrow 
keys. This feature sa\'es the user a great deal of t\'ping. I described 
this feature more fully in a recent column. 

The command line, of course, is the actual line of text vou type 
in at the Shell or CLI prompt. This line of text consists of com- 
mands, arguments which are necessary, and other information such 
as switches and parameters. 

The current directory is the directory in tvhich vou are 
currently working. In my classes, I have learned that this is one of 
the hardest concepts for people to learn. Imagine that you are in a 
multiple story building with niinierous rooms on each floor. If \ou 
move to office 211, then vou can onlv see what is in that room and 
vou can onlv work in that rotim. If vou want something from the 
lounge on floor six, vou must physically go there. The same is trtie 
with a computer. If you are in the 'c' directory, vtiu can only see 
what is in that directorv. If vou want something from (he 'systems' 
directory, vou must instruct the computer what vou want and how 
to get to that directory. 

Next month, I'll continue this glossary, picking up \vith the 
letter 'D'. Remember, this is not an all inclusive computer glossary; 
rather, it is restricted to terms used in connection with the Shell. 

•AC* 
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from your . .. 
DTP & Graphic 
Documents 



want quality, but it must be economical. Finally, and most important...you have to find a service 
bureau that recognizes your AMIGA file formats. Your search is over. Give us a call! 

We'll imageset your AMIGA graphic files to RC Laser Paper or Film at 2400 dpi (up to 154 Ipi) 
at a extremely competitive cost. Also available at competitive cost are quality Dupont 
ChromaChecki™ color proofs of your color separations/films. We provide a variety of prc-press 
services for the desktop publisher. 

Who are we? We are a division of PiM Publications, the publisher of Amazing Computing for the 
Commodore AMIGA. We have a staff that really knows the AMIGA as well as the rigid 
mechanical requirements of printers/publishers. We're a perfect choice for AMIGA DTP 
imagesetting/pre-press services. 

We support nearly every AMIGA graphic & DTP format as well as most Macintos¥^' graphiclDTP formats. 
For specific format information, please call. 



For more information call 1-800-345-3360 

Just ask for the service bureau representative. 




Computer Cafe 
Serves up the 
SHASTA Story 

by Robert Van Bitren 
Can-a-Mation 

Using copy points from the sponsoring agencies, the Com- 
puter Cafe team conceived, storyboardcd, modeled, animated, and 
rendered the first Diet Shasta 15-second TV spot in just 18 days — 
just in time for its national airing during the 1993 Freedom Bowl. 

The fuil length 30 second spot was completed 10 davs later. 
Animators David Ebner, Jim Arthurs, and Tom Williamson worked 
around the clock to meet the tight deadline. 

The Computer Cafe team greatly appreciated the extra 
support by vendors like RCS, GVP, DPS, and Warm and Fuzzy 
Logic. Creative director Jeff Barnes comments, "we were under a 
heavy deadline and the extra support we received from the vendors 
made it possible to meet our timeline. We sincerely appreciated 
their help." 

Fi\'e 68040-based Amigas were put to the task of full-time 
rendering at the Santa .Vlaria based company, three extra machines 
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averaging 30-50 minutes per franie were provided by MG Software 
in San Diego. 

"Between freelance animator Jim Artliurs, from Colorado, and 
Mark Miller, in San Diego, we were modeling scenes and Par 
testing animations 3 or 4 times a day. Tlie holidays provided heavy 
phone line traffic so ^ve constantly had to drop from 14,400 to 9600 
bps to minimize modem errois. Because vve u'erc using a number of 
machines at different locations, it was important to keep a tight 
watch on all the computers for scene consistency throughout the 
process." 

Modeling 

To create the cans, geometry was modeled at 3000 polygons 
for manipulations with Bones and image-mapped at 3300 lines of 
resolution for the tighter shots in the aniniation. The girl can scene 
was lifted from the animation to be used for the outdoor portion of 
the campaign. Tlie frame ^vas rendered at print resolution and 
required high-detailed image maps for output to the billboard 
design company. 

Arthurs and Williamson laid out the animation for the main 
characters with the Y axis at zero; the top of the refrigerator shelf 
was also strategically set at zero. Since some of the shots contained 
as many as 140 to 160 objects, it was more practical to parent 
sections to null objects so that scenes could be separated down and 
worked on several systems at once. This also helped to quickly 
move excess geometric data oLit of the way. 

Effects 

Basic object motion was animated in Lightwave's Layout, then 
the movement parameters were shaped and enhanced with Bones. 
The object's deformation could have been a laborious task using 
other 3-D packages, but the Bones feature made the project 
manageable in a short deadline. 

The realism of the balloons was achieved using n previously 
rendered reflection map and an extra-wide angle lens aiming down 
(POV of the balloons) and in front of the cans on the shelf; this 
iielped to create a realistic rnv-traced effect. 

Blasts of confetti were layered on top of the rendered end tag 
with the help of a custom version of the Sparks Particle Animation 
program donated by programmer Jon Tindal! of Detroit. 
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The soda spray bursting from the cans as thev popped their 
tops was rendered separately and blurred using ADi'ro. This effect 
created n more nnttiral blending of the spray edges and gave a 
distinction in the denseness of the liquid. 

Three sizes of image maps were used on the soda cans, in 
addition to tivo polygon detail versions. With over thirty cans in a 
single shot, it was unnecessary to use 3000 plus imago maps on 
every can, so the higher detail maps were used on the cans in the 
foreground and a lower resolution map was placed on the 
remaining cans to speed up rendering. 

Conclusion 

Tire crew at Computer Cafe noted that although the deadline 
was tight, it was a pleasure dealing with Ihe people at Shasta and 
the associated agencies. "We hope that wc can work with them on 
projects in the future. For nou- ho\ve\'er, \ve are very proud of our 
work on the Can-A-Mation project and our ability for a quick 
turnaround. A special thanks to all the people from Creative 
Computers and all the animators and support people involved in 
making this a successful project." 

The Future 

1994 already appears to hold exciting prospects for the 
Computer Cafe team. General Partner David Ebner, "We're 
negotiating several contracts at the moment for some very exciting 
projects. Several companies are talking to us about doing effects for 
upcoming feature films, CD-ROM programs, and graphics for 3DO. 
We like the challenge of entering uncharted territory with our 
graphics. Interactive presentations, for example, is an area that 
we've been experimenting with for a couple of years and 1 think we 
have some great ideas that will be implemented very soon. 

For more information contact: 

Computer Cafe 

3130 Skyway Drive #603 

Santa Maria, CA 93455 

(805) 922-9479 

Fax (805) 922-3225 

inquiry #239 
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TWO YEARS AGO THIS MONTH, 1 showcased a program with its own Graphical User Interface (GUI). 
That program. The ADPro Scale Utility, was \'ery popular, but it had a level of complexity such that few if 
any readers used it as a tutorial on how to write a GUI for an ARexx program. Most people simply 
requested the disk and used tlie program directly. Since that time, people have asked me to present a 
more beginner-oriented approach to creating a graphical user iriterface for ARexx programs. I like the 
rexxarplib.library v3.0 by Willy Lange\-eld, an ARexx GUI-building freeware library available on BIX and 
other BBS's, on Disk 1 of The ARexx Cookbook, on the ARexx program disk from Bill Hawes (Wishful 
Thinking Development), and from Fred Fish. This library is a set of functions available to ARexx that 
provide so-called "hooks" into the Amiga DOS GUI, which has Commodore's trademark name "Intu- 
ition". Think of rexxarplib.library functions as "ambassadors" that give ARexx programs two-way 
communication with "foreign" (Intuition) routines in the operating system (not otiierwise directly acces- 
sible by an ARexx program). The library functions let an ARexx program build up a graphical interface 
from the low level pieces pro\-ided by Intuition. Tlie library functions also allow these graphic objects 
(such as string gadgets) to send messages to any ARexx port. We are going to "retrofit" an existing 
program with a GUI, but first we need to learn how a GUI works. 



The Relationship of GUI to Program 

GUI tiikes inpiil tram thu user nnd cnlls progranis to solve 
the problem, nnd routines In update the GUI display to 
correspond with program output. In generiii, a GUf is simple 
to U5G and hard to code. It can be rather obtuse and abstract, 
because it accesses low level system routines that are nothing if 
not cryptic. The conception of the GUI, therefore, frequently 
gets lost in the details of the code. 

The entire Amiga system is built around the paradigm of 
messages and repHes being sent to or recei\ed at message 
ports. Message ports are software's way of communication 
with the user's world of GUI and Shell console, or the system's 
world of de\'ice drivers, libraries, and so on. ARexx is no 
exception. .ARexx ports and message packets, though different 
from system ports and message packets, accomplish similar 
things. ARexx messages usually pass through the .ARexx 
interpreter, rexxmast, which acts as a sort of "Post Office" 
distributing "mail" (the messages) to "addresses" {the message 
ports of currently running software). 

Loading the rexxarplib.library adds a new set of functions 
to the set of ARexx built-in functions. The rexxarplib. library 
functions allow us to hnild a GUI program that runs and then 
exits, leaving behind active Intuition graphical objects such as 
screens, windows, and gadgets. These objects wait for certain 
"events" to occur. 
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One cinss of events are called IDCMP (IntLiilinii Direct Communicn- 
tions Message Port) events, and represent various GUI activities, for 
instance a mouse click on a window close gadget. These graphic 
events adhere to the message/ port paradigm. A window may have 
several IDCMPs specified such as "CLOSEWINDOVV" and 
"GADGETUP". If these two events are specified as the IDCMP for 
a windovv, then if wc click the window close gadget, the IDCMP 
message "CLOSEWINDOW is sent. "GADGETUP" is the IDCMP 
message if we click and let up on the left mouse button over a 
gadget, or press [Enter] inside a string gadget. The user need not 
worry about hoiv the system handles these messages. Just be aware 
that we need to let the system know the list of IDCMP events that 
we require. This IDCMP list is an argument to the 
rexxarplib. library- function OpenWindow(), and enables various 
events in our window to send messages. 

The operation of the GUI centers around the fact that each 
gadget can send a message string to the "notify port", (an ARcxx 
port) whenever user specified IDCMP events occur (such as a 
mouse click). This message string can contain arguments such as 
the mouse position, the content of the string gadget, the height of 
the resized v\-indoiv, and so on. The notify port takes in this 
information and the program, whose port it is, processes the 
information. 

If we want the GUI to replace the Shell window (the console 
device) for entering information and for recei\'ing output results, 
we should set the notify port to "REXX". Then the program needed 
to process the information can be very much like our original 
program before we wished to gi\'e it a GUI, except that instead of 
using a PARSE PULL to get user input from the console, it uses a 
PARSE ARC to get the argument list sent to it by the GUI, 

Once the user input is completed in the GUI, e.g. pressing 
[Enter] in a string gadget, or clicking on a buHon with the mouse, 
that IDCMP event triggers the sending of an ARexx message. The 
message goes to the notify port, "REXX" where rcxxmast (the 
ARexx interpreter program with the port name "REXX") handles 
the input exactlv as if it were input from the console device. 
Similarly, instead of using SAY to output the results to the console, 
our modified program might use the rexxarplib.iibrary functions 
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REMOVEGADGETO followed by an ADDGADGETO to update the 
contents of a string gadget back in the GUI. The initial program to 
build the GUI, and subsequent calls to functions to update the GUI 
objects send messages to the "COKTROLPORT", an ARexx port 
name for the GUI itself. The "COKTROLPORT" is determined in 
the first step of building the GUI, as we shall see. 

Using rexxarplib.iibrary, there are four steps to coding an 
ARexx applicadon with a GUI. There is a natural first step that 
must be coded before anything else. The second through fourth 
steps are not entirely sequential. For instance, in the second step 
below, a gadget is created to send a message, but the actual 
message argument may be left as a null "" until the physical 
alignment of the gadget and other graphic chores are completed. 
The message string mav be filled in later. 

The Four Steps to GUI Appiications 

First, create the ARexx Host using the CREATEHOST() 

function. TItIs opens two ARexx ports for the GUI, one to "listen 
to" and one to "notif)-" (or send messages to), Without these ports 
there is no communication to or from anything. Tliis first step is 
abstract and in\isiblc, but essential. The correct way to call the 
function is subtle. One correct form is 

ADDRESS AREXX " ' CALL CreateHoatt COKTROLPORT, NOTIFYPORT I ' " 

We must use the asynchronous port "AREXX" rather than the 
more typical "REXX" default port. The interpreter, rexxmast has 
two ports, "REXX" and "AREXX". Addressing "AREXX" allows 
the program to continue rather than wait for the routine to finish 
(essential in a GUI). Asynchronous is equivalent to "running in the 
background". Note the correct way to use the combined single and 
double quotes. Nothing will work without these double quotes! 
CONTROLPORT represents a name we use for our GUI (I use 
"HEXHOST" in my example). It should he unique to the session 
and it is case sensitive. If you name this port all in CAPS, then you 
u'on't ha\'e to quote it e%'cry time. ARexx converts non-quoted 
strings to UPPER case. The NOTTFYPORT is where we are to send 
our messages from the GUI, If we were making a GUI for a host 

application program's ARexx 

^^^^^^^^^^^^^^^^^^ I commands, we might simply 

make some buttons which sent 
host command strings to that 
appHcation's port name. 
Ho^ve\■er, I like to set "REXX" 
as my NOTIFYPORT in order 
to do logic, update the GUI 
display, and so on. By using 
"REXX" as your 
NOTIFYPORT, you can bounce 
messages back and forth 
among several programs 
(including other GUIs) and 
write smali, modular routines 
that are easy to debug because 
you are invoking rexxmast to 
process all the messages. It is a 
good idea to write your 
programs in modular sections 
with rexxmast central to all of 
them. 
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Second, create the look of the user interfacu b)' adding objects 
such as gadgets and buttons and menus to a screen (optional) with 
one or more windows. Each and e\'ery object is added, removed, or 
modified through the listening or control port opened in the first 
step. We have mentioned the way a window waits for certain 
lEXTMP events to occur so that it can send a message, but the actual 
look of the vvindow is controlled by "flags", which set characteris- 
tics such as a "close" gadget, a "resize" gadget, "depth" gadgets, 
and so on. These flags are set at the time the window is created. 
Flags may be concatenated together as were the IDCMP event.s to 
specify more than one window characteristic. 

Third, customize the properties of the objects added to the 
interface. This step includes all such things as highlighting gadgets, 
rending the contents of a string gadget, recording the mouse 
position, putting up requesters if errors occur, and all sorts of 
"graphic housekeeping". Physically, this code may be in the GUI 
or in other programs that update the GUI displov- 

Fourth, attach the ARexx problem-solving code to each object. 
This is where the actual work is done on the data. This is the 
program we modify to handle GUI events/ updates instead of She!! 
input/output. As you can perhaps toll, this part seems simple now 
that we have seen the complexities in the GUI! 

Hands On 

1 want to focus on writing a GUI instead of on the details of 
the program it accesses, so 1 picked a program that is well docu- 
mented, and one that lends itself to the GUI treatment. The 
February, 1992 ARexx column presented a little program, 
HEX.rexx, lo translate characters into their codes in several 
different number bases, and vice versa - finding the character 
associated with a certain number code. Tliis type of information is 
always useful to programmers, and those who need to know the 
escape codes for special characters. HEX.rexx is also described in 
Tlw ARexx CoMmuk, and on Disk I of that book. 

The "Converter" GUI Design 

Our project is to make a GUT window containing five string 
gadgets; one each for entering /displaying Characters, Hexadecimal 
numbers. Binary numbers. Octal numbers, and Decimal numbers. 
Beside each string gadget is to be a button identifying the type of 
gadget it is. Character, Hexadecimal, ... etc. The buttons are to 
ser\'e the dual purpose of starting the conversion process as if we 
had pressed jEnter] in the associated string gadget. The string 
gadget will also start the process of conversion if [Enter] is pressed 
while the cursor is in the string gadget. We want one further 
button, a CLEAR button to erase all the entries. Behind the scenes, 
we need to handle errors such as invahd characters entered in a 
number string gadget, or a character string that is too long for the 
built-in ARexx conversion functions to handle. We will add some 
text about authorship to the window directly. Finally, we want an 
icon for the Workbench to launch the Converter program. 

The operation of the GUI is simple. We enter (or modify) any 
string in any of the five string gadgets, and press [Enter] or click the 
button next to the string gadget. If our string was valid, the other 
four string gadgets fill with the equivalent of the input string 
expressed in the other four formats. If our string was invalid, we 
get a requester informing us of the type of mistake. The warning 
requesters ha\'0 an OK button to make them go a\va\', and we can 
then change the mistake. If we click on the CLEAR button, the 
display clears to all blank strings, except the one for Decimals 
which contains a single (A null string is an invalid decimal 
number. See the listing of Converter.rexx for an alternate way to 



CLEAR.). Our GUI window has a close gadget to exit the program 
and clear away the display. 

The Listings 

There are three listings. Converter.rexx controls the GUI setup. 
Hexconvcrt.rexx is the replacement for the original Hex.rexx and is 
deri\'ed from it. Hex.rexx is the original program in case J'ou do 
not have the references. It is instructive to note the differences 
between the original "stand alone" program run from the console, 
and a program called from a GUI. As an exercise, can you rewrite 
HexCon\'ert.rexx so that it functions either way, from a console or a 
GUI? The gadgets in the GUI are all symmetrical. They all pass 
their contents, the gadget ID, and the mouse coordinates as 
arguments to the same program, HexConvert.rexx. Therefore, we 
will only focus on the GUI window and the program flow from and 
to one gadget. 

Converter.rexx The GUI 

The first thing we do is load the library. Next we call 
CREATEHOST(HEXHOST,REXX) to enable communications as we 
discussed above. We use a WAITFORPORT HE,XH05T (ARexx 
command utility) to wait for the port name to open up. Next, we 
assign the IDCMP and FLAGS as variables equal to the concat- 
enated strings of window events and attributes, respectively. The 
FLAGS are mostly self explanatory. Step one is completed with a 

cut, OPEHHIHDOHCHEXHOST, 0,11, 440, 210. idcnp, flags, uindowtltle) 

Tlie numeric arguments are the x,y coordinates of the upper 
left corner of the window, followed by the window's width, height. 
The last argument is the text to put in the window title bar. The last 
argument (omitted) is the name of a public screen, which, if 
omitted, our window opens on the Workbench. I chose to eliminate 
the complexities of a custom screen and open the window on the 
Workbench. The next call is to the MODIFYHOSTO function. 
Normally the message sent to the nohf\' port would be the name of 
the event, or "CLOSEWI.VDOW". That would be meaningless to 
rexxmast at the notify port "REXX", so we modify the message with 
the MODIFYHOSTO function to CALL QUlT{HEXHOST) which 
cleanh- closes down the GUI window. Tlie next block 



/* Characcer string input */ 

CALL ADDGAKiET(HEJCHOST, 10,20, CHi,"",, 

" ■ call HEXCOMVERT .REXX • ">J3' \%i,^x,1iy' ', 270, RIDGEBOHDESI 

/• Convert character button */ 

CJILI, ADDaADGETIHEXHOST,290,20,CKSl,- CharSCtsIB ",, 

"Call kejuxiux:et<iisxhos?,cha| ■") 



adds one string gadget and one button to the window. 
ADDGADGETO is used to both add a gadget and to update a 
gadget. The argument list is the 

CONTROLPDRT , K , y, IE . "def aul t text" , mesBage , width, RIDGEBgRDEH , 

X and y are the upper left corner coordinates. Note that if the last 
two arguments are omitted, it becomes a self-sizing button instead 
of a string gadget. 270, WDGEBORDER, turns it into a string 
gadget 270 pixels wide. In the message of the string gadget we use 
escaped characters "%g" to substitute the contents of the string 
(case sensiti\'e, quoted - hence the doubled single quotes) for 
argument 0, and %d to substitute the string ID as argument 1. The 
mouse coordinates %x, %y are substituted for arguments 2 and 3 in 
order for the error trapping process to put up a requester exactly 
«'here the mouse pointer is. The ADDGADGETO for the button 
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SL'nds ii message U> the string gadget to read its string and send its 
message using a READGADGETf) function. If you have entered 
"A" in the siring gadget for Characters, and pressed [Enter] or 
clicked on the "Character" button, and vour mouse is at (100,200) 
on the screen, the message 

"Clll HEKCOSVERT.EEXX 'A' ,CHA, 106, 200" 

is sent to rexxmast at "R15XX". Rexxmast processes this as a 
command: a call to the program HEXCONVERT.REXX uith the 
argument list as shown. Once HEXCONVERT.REXX opens, it uses 
a 

PAHSE ARG answer, option, x,y 

instruction to divide and assign the input: ansvver='A'; 
option=CHA; x=100; y=200. The SELECT block changes the new 
information into the old variables so that we won't have to rewrite 
the old code. .Now it's business a.s usual exactly as if the informa- 
tion had been entered at the console. Whenever an error message 
needs to be displayed, instead of SAY, vvc use a 
REQUEST(x,v,messagc„OK) to display a one-liner on the Work- 
bench. The omitted arguments are for string gadgets and Cancel 
text (See docs for rexxnrplib. library). The last GUI related task is to 
update the string gadgets in our GUI once HEXCONVERT.REXX 
has done its converting. There is no "write gadget" function 
a\'ailable, so we first must remove the gadgets with 

RSKOVEGADGEKHEXHOST, idl 

then we ADDGADGET() the exact gadgets back into the GUI 
except that instead of a blank string as the default, we put in the 
results from the conversion calculations: chastring, hexstring, etc. If 
we don't remo\'e gadgets before updating, we simply write 
duplicates on top of old ones (not cool). HEXCOMVERT.REXX then 
exits. The GUI is still there waiting for another user input cycle. 
Note that we have removed the DO FOREVER loop of the original 
HEX.REXX program. The GUI takes its place. 

The Icon 

Copy or make a "Project" type icon of your choice. Name it 
"Converter", and set the default tool to "RX". Be sure that the two 
programs are in a director}' on a search path. 
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/* Hex.rexx Nuiaber t character translator •/ 

00 FOREVER 

SXY 'Input string [Rtn] option Ix or b or o => hejc, hin, octl - 

Oulc-[Rtn] IRtn].' 

PARSE POLL answer, option . 

option=UPPEH(LE?T!o.ption,ll ! 

IF optian^^'H' 7HSH options'X' 

IF aiiawer=:" THEN 3XIT 

IF option-" THEN IF DATATYPE (answer) s'HTJH' THEH option- 'D' 

IF Option^'X' THEN IF -DATATYPE! answer, 'x' ) THEN DO 
SAY 'Invalid hex n'Jinber. Try ayain. ' 
ITERATE 
EKD 

IP option^'B' THEN IF -DATATYPEfans-wer, 'binary' ) THEN DO 
SAY 'Invalid binary number. Try again.' 
ITERATE 
END 

IF optionc'O' TtlES IF -octaKanflwerl TREK DO 
SAY 'Invalid oci^al number. Try again.' 

ITERATE 



END 



SELECT 

WHEN optlan='D' THEN 00 
cha=d2c (answer) 
hex=d2x ( answer ] 
binscib'IdSci; answer) ) 
oct=b2o(c2b((12c{anBwerl ) > 

SAY 'decimal numberB'answer 'and is equivalent to:' 
SAY 
SAY 'Gharacter='cha 'bexadecimal^ "hex 'octal-'act 'binary='bln 

SAY 
END 

WHEN option=.'X' THEH DO 
cha^xSc (answer} 
dec-K3d (answer] 
binBc2b{K2c{BnBwer) ) 
Dct=b2o(c2b(x2c ! answer) ) ) 
SAY 'hex numbers 'answer 'and is eijuivalent to:' 

SAY 
SAY 'character^'cha 'decimal='dec 'octal='oct 'binary- 'bin 

SAY 

EHD 

WHEN options 'B' tSEN DO 
chB=h2c(anewflr) 
hex=c2x{b2e(aRawer) > 
d«c-c2d{b2c(answer) ) 
oct-b2o (answer) 
SAY 'binary numbers 'answer 'and is etjuivalent to:' 

SAY 
SAY ' Characters 'cha 'decin\al= 'dec 'hexadeciitial= 'hex 'octal='oct 

SAY 

EHD 

WHEN option-'O' THEN DO 
bin=o2b [answer) 
cha-b2clo2blanBwerl ) 
heK=c2j:(b2c(o2b[flnewer)) i 
dec=c2d(h2c(o2b(flnswer) 1 } 
SAY 'octal nurnher: 'answer 'and; i& equivalent to:' 

SAY 
SAY 'character^'cha 'deciiEal-'dec 'hexadeciEnal^'heji 'binary-'bin 

SAY 

END 

OTHERWISE DO /' characters ■/ 
dec=c2d(anewer) 
he3E=cr2x( answer) 
bins(;2b(a[lgwgr) 
oct=h2o(c2b<Answer) 1 

SAY 'character strings 'answer 'and is equivalent to:' 
SAY 
SAY 'decicialz'dec 'hexadeciinal = 'hex 'octali^'oct "binary-'bin 

SAY 
END 



END 

/» check for valid octal nuinber */ 
octal: PROCEDURE 
PARSE ARC octnum 
00 VfHILE octnuni- = " 

PARSE VAR octnura 1 firat 2 octnum 

IF firBt>? THEN RETURN 

EHD 
RSTURM 1 

/* convert octal number to binary "/ 

o2b: PROCEDURE 

PARSE ARG octnum , 

DO VfHILE octnuin-i' ' 

PARSE VAR octnum 1 num.Jt 2 Qctnum 

k^k + l 

END 
k=k-l 
n=k-l 
Biun=0 
DO i=l TO k 

aum={num. i) • ( S*^nJ tsum 

n=n-l 

END 
binnum=c2b!d2clsuir.3 ) 
RETURN binnum 

/» convert binary to octal •/ 
b2o: PROCEDURE 



(continued on page 53) 
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Amazi.xg Computisc 



RovieiVS Aladdin 4D 3.0 



E x: T ir A 



by R. Shamms Mortier 



Aladdin 4D 3.0 has arrived. More thar\ the expected upgrade to the previous versions, this 
package sports some new tools never before available to Amiga artists and animators. In 
comparison to the original version, which added revolutionary features like multi-texturable 
gas objects as well as animatable waves and an intuitive camera-target system, the new 3.0 
version adds another level of newer tools as well as adjustments and upgrades to the inter- 
face itself. The biggest news? Aladdin 4D is now modular, meaning that new tools can be 
added as they are developed and literally plugged into the interface. Some of these modular 
tools are already being developed for distribution on Adspec's Aladdin's Lamp newsletter 
disk. To promote the development of customized tools, a programmer's development kit 
will be available to owners of the program at no extra cost. 



A brand new manual accompanies the software, rewritten and 
illustrated in nnan\' cases from the ground up. Speed increases in 
the rendering routines, uspeci.illy those that incorporate shadow 
generation, range from 10 to 30 percent over previous S'ersions. 
Aladdin 4D 3.0 is now hardware key-protected through the jovport. 
Render farm users can purchase additional hardware keys by 
contacting Adspec. Instead of describing all of the 3.0 features, 
allow me to touch upon those that represent unique new attributes. 
If it is menlioncd that a looi is external, that means it is a separate 
modular program outside of Aladdin 4D itself. Aladdin 4D is now 
in a position to add unlimited new tools through this external 
modular concept. 



New Internal Tools: 

Splines 

New to A4D 3.0 is the capability to 
design polygonal shapes using B-Splincs. 
With splines, your 3-D creations can he 
much smoother, leading to the sculphng of 
more organic 3-D shapes. The actual 
rendering is still accomplished by targeting 
polygonal surfaces, and for that, A4D has a 
special SPOTOPOL tool. A new freehand 
spline gadget as well as a companion 
freehand poly gadget appears on the .^40 
main editor screen. Tlie SPOTOPOL tool 
brings up a requester that allows you to 
determine the resokition of the polygon (he 
spline will be converted into and the angle. 
If the tool is used to refit a spline to a poly, 
there are tolerances that can be set that 
address the "fit" of the result. As a visual 
reference that allows you to see the results of 
some different settings, the manual contains 
a number of specific poly /spline examples. 



Figure 1. A sphere was Cfeated and 
mapped with a texture list containing 

two procedural bump textures. Two 

concentric gasses were then added, 

partially obslructed by the nnoon. 



A4D has had the capacity since its first version to input 
splincd (vector) drai^'ings created \\'ith other Amiga softis-are 
{ProDraw, ProVa'tcr and Art Hxprcffum), as well as PostScript files 
saved from other packages. All of this is still possible, but now in 
addition you can create those smooth shapes right in .MD, 
transform them into a smooth polygonal surface, and then create 
extruded or swept (lathed) 3-D shapes. This gi\'es you the possibil- 
ity of importing EPS fonts/drawing outlines and converting the 
vectored shapes to smooth polygonal shapes with far fcv\'er points 
than the original imported \'ec(or (splined) shape. You could also 
use the spline controls to radically (or subtly) alter the imported 
shapes, all within A4D 3.0. 

Grid Snaps 

Grid snapping, overlooked in previous A4D versions, allows 
you much finer control of lining up edges of p<ilys as thcv arc either 
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CUSTOMER SEDVItE f»3) 962-OS33 
CUSTOMER SERVICE HOUKS 

10 a.m. - S p.m. Monday thru Friday 



Orders Only USA & Canada 

1-800-258-0533 



INTERNATIONAL 

ORDER LINE 
412-962-0567 

FAX ORDERS: 
1-312-962-0279 



Call for latest products 
and prices! 



rMtPrimera 

i jQ&m Printer 

MORE COLORFUL 



• P'^T£;a's color i^^ignier. ncner.yuiper 
ird morevitniii mm omeroMrpitriang 
tectmotogtes 

MORE EFFICIENT 

• PitiB uo to ftur Onss (astff Ulan »« iet 
■ REHjiTES no arvns tme, uniiis im jet 

Hlmlrata inrtrwirig am smeamg. 

• E3SV to use witti only two buttons: 
On/Off aid Online. 

SEE THE RESULTS FOR YOURSELF 

SAMPLE PBiNr ij treHinaea en purchssei 
Send vour Pirmre on jn Am^ga Dis^ i w€ will 
return to vou 3 onn: ci your cirture 
SIND TO: PBIMEBS OFFER- C/0 Computer 
Bjsics Inc. MM N. Hfrmitags Rfl.. 
Hermitage, PA 16K8 




gf^l-U^ 



NEC WlultiSpin 38\~i^ $389 

NEC TripleSpeed 3XP $499 

TEXEL 3028 internal $399 

• All units are Amiga ready • SCSI Interface required 
• Includes ASIM CD software • 



CO SOFTWARE SELECTION: 



IBTUBE CrlY „„ 

AUWBESOWCE cia 

GRAPHICS RESOURCE «4a 

CONhdiHl/IHSTteUICTflN <»« 

HEDOICACESMCEFUCHT e^o 
>ti;3rf c4 NAM ina imnnM HK* nm 

IHiUireMOOtOUKTOl J22 

$19 



DIFS CALOI!E 

BQOCeMf irmawMiMu av ^i tf 

COLO? MACIC 

M€OA MEDIA 

MULTIMEDIA 

SUPER SPACE 

■kcctjt: cilia !-^-'i3:fft^w 

CUlEt<HIK; PfiOiECT 



$19 

J," 
$29 
$S5 

$19 
$29 



CALICARI BROADCAST 



Up to SOOO X 8030 pfxel resotution. 

Direct Support fo' single frame 

controllers, 30 Studio and Wavefront 

file compadble. AnimaiaDEe. 

Defonnatlons. IFF 2^1 oufDUt. and 

^ mucfl more. 

CALICARI 24 

Moaeier, renderer, and animator 

employing virtual reaiitv technoicgy. Full 

oDject editing funaions Including point 

edit, realtime feedback using a virtuai 

reafitv Inter face, fast rendering of 

pnotoreaEJstic images, AGA, iff support 

for textures and output 




trsASTLMME 



PSS^ ^^St^S 



tSfSUHUGM 

up to 256IVIb RAW 





ll.'.OUiC oJTTO.ViF , 

Red ^ aijck &iu^ - 5\az^k 

Bliic): ' Block LADY BUG ^ 
RED -WHITE -BLUE 



• Frgonomlc and Arrisrtc Design 

• Well-Structured bnli cavltv 
oeslgn. giving smoatli foiling 
S precise control 

• Stream-iinal buttons give 
more comforra&ie ci'Ci:* (^ £p| 




XL DRIVE- HIGH DENSITY 
High Density Externsl orrae for 
any Amiga • formats 1.76MS with 
siannard HP O lsits ■ compatible 

mmmi^~jg for pc disks 

■ir" ' worn Bench 

W ' 2.1 or above 




^/}lm\ :Sk,' 



\MAIN BOARD 

-J2a Bit Graphic Card 



Video 
Processor 

Plug tJils card into tfie Mjin Board and 
add a weaitn erf additional features: a 
2^Bit frames rsD Mr, gsniocker 
cust0fniiaDl&Di3-t3J Video | 
Effects, and much more. 



ti\i''- ». 

Video Suite { 

v3rO.''aj3or-iiin3 j^^itiningarc 
tr3n*cM.r.g H,i:e \vr'::i zors.^Xi 



% 



■■«?mGMPH, 



err] I 



Three scanners in on e \ Scan color, true g rayscale 
and monoctirome Jine art. Perfect for video, 
multimedia, desktop publishing and more, 
♦a scan MoaesrSfiiidJ colors. ao%coicrs; 

H (JUE gr3-,^C3l£': monochro-nt; tE-rt 
.50-J)Br:: 'ii-M- -i-r- i--.::"r 

iS,-z ■■ ■■■■■'. 

■•■Pari:-: -■■:-. 
• ACflccfTCJ-jce 

■ OCBjr tftr[ re<Mf1IP0n • S/WirtlUgeCCtlQfl ^ 



MONOCHROME 

HAND SCANNER 

with 

• Touch-Up v3. 
<AGA compatible! ■UHMiAAfi 

• OCR Jr. text reader llvll ^Iggf 







»/ 



'^'^f^^l^y- 




PROFESSIONAL CALC II 



Pfofesslonjt business spreadsheet 1 

graphics pscli^ge. Over 125 statistical, 

tflgonometri:, financiat & ijser definable 

funcdons. Orapnic interface. 



PROFESSIONAL PACE 4.0 

Automatic Csitefi^Ktions automate most routing cage lavot-xand dtp 
tatslB. Page Cenles3utomaticallvcr&3:e custom page laysiLfCSFunctim 
Cenles provide new ease of use and user cvJStomEmton of program New 
features Include; undo Dutton. irregular teH wrao. ennjnced color 
separation ana under coicr removal algorithms autofiling for output of 

PROFESSIONAL DRAW 5.0 """"'" 

An Object-Oriented color (^fSPhic design and ilii'Stration tool now has 

flvnamlc not link to Pj"0 Fag^ 3.0. and more :nan 3Q auiomail: function and 

tool teniei? lor fasT, eftorrlKS creation of professtonal qualHv artwork 

(J^er 275 ARejffl commands allaw user to eoii or create cenies. Text and 

color harriSing, enhanced coJcr s^ratton, atfto- tiling undo. redo. incJudes 

HSpiete Clip art coJIsction and utility aliownng stnxTured drawing dips 

to be converted to iff titmaps, 

both for a low T 
price of. 



VIDEO DIRECTOR 

Complete sv^iem for quic-si easy 

eciting of video-tape. Includes 

software, universal remote, and serial 

port interface For VCR or camcoraer 






24air Frsme Buffer and Workbencn 

Emulation Analog ffCBourDut.S5Xnf600 

full 2^BiI 16-7 million coIot disptiv 

Non interlaced Full WorkCench Emulation with resolution such as l02i]x7Ga 

Of i2SOi<t02'i In 16 colors or even more! up to 2a[iO)£i2O0! Paint program 

comes with ffeUna.Ttie Retina ran still b& used to display MBit graphics whi e 

emulating WorKbsncn. Requires the 3 or greater operating system 

W/9MR %Sk&A R€tlna Video Encoder 

!Sf S-VHS*Composite Out....$12fl 
W/4MB....^fg 1084 ADAPTER $2a 



racrATA 

Tne Toccatta is a f\iil i6Bit audio digiti2er witti 
J stereo inputs, digitize at up to de Hz in i6Blt 
and 8Bit dJrect to harddist. Playb.Jci( from 
HardDlsK uD to 16 channels in i6BJt, W Times 
Oversiamping, 16 sampling rates. Freq. 
Response 10 Hz to 20 KHz Simultan&ous 
Record & -^ ^ .^ - 

piavtiacK from HardDrive- 



i» 



24 Bit RealTime video 
> Digitizer ADA Support 
• Digitizes Full Fraine 

in 1/30 of a secont] 



— Tj Internal for the A!OO0. 

— ^ 5000. AND «XB. 




!<!enuir«s Art Depaftnunt Profession^ 
or wofpWus t Affew -AmfgaOOf ^oa or fiig*wr. 
Ml;lEllJve^■ for ADPra is a compo^itiTig/iaYennfl 
interface (or video professionals 4 anisis using 
ASDC'S ADPro proqram a? a comporting engine. 
iniprDves ADPro s Impressive an-ay of com- 
positing functions, controt up lo 100 Layers. 



lis 

sTanMrFParTicteand (?ealworfd 

Kinematic ammaticn System for 
Ligntwave30 3.0 



^ii 



FINAL 
COPY 11 



^^ 



Fornlgnouasity ' . , -.- 
cnnt-outs Of personal; , 

and business I '• 

documents coimoines tradiUonal wo^-d 

procBSSing features with state of-the-art 

Driming technology include^ 54 outline 

typefaces a 1 a million wo^d speller, a 

$c^^s^ i« DM Sitnonym thesaurus 
■■ W% witn definitions, grapnics 
m gj supports more. 



MONTAGE 

I MONTAGE fO- 2.0, 51} 
J4TS3stsrJ0(X![The 
I first higd end titling 
I application to 
1 dlrediv support tne 
I Toaster. 




PROWRITE 3S.3 BARS 




Drln.tcrei.'.e.v 
automatic ten f:cw 
around graphics, 
vertical ruler*. 
iHSSWordorotecton. 
picture naming and 
searching, mare. Aho 
nasHotiinKisuoDort 
so i-ou CJh Interchange your 
documents Wiitnciner 
applications fo" integrated 
word process ng and DTP 
AnugaDCrS 3.0comiia:iD!e 



TV PAI IMT 2,0 BBul^^RILLIANCE 



True State Of the art m 

Amiga 23 fiic paint 
packages The many 
features ofTM Paint 2 

inci-jfle image 
f^a.nipuiai:lon. Drawing 
Tools, Ed ting Tools, 
Em&oES Sharoer. 
« ,. Rehef Outline and 
^*T**r§ much, mjch. more. 




mm 



A powerful and Intuitive ftiint oacScage 
Features; well laldout user interface. 
eKtremelv fast multiple picture i anim- 
ation buffers, multiple undo/redos, much 

more. Supports all graphic modes- 2d'biT. 

256 cola-, and a tit HAM rniO RA.W min.. 

more recommended. Supports g-aphic 

modes of the Ai2a] and 44coo. 



ONE STOP 

MUSIC 

SHOP 

i«-8it }3 Voice 
Fuliv aigitji 
stereo suttio aMB 
sounofiiei!OM,E-MuOt.5 
oroprlstafvD5P.2Dn;to 
20iiH; freciJenq respoise. 
2 stereo ojtputs at =4aBM 
into 6O0 onms. integratea 
Mitt internee. 




Get PageStream 2.2 now. and 

receive version 3.0 free when 

It's released! PageStream Is 

Amiga world's Experts' Choice 

and Amazing Amiga's Users' 

Choice. PageStream J.O can 

?i even load ProPage documents 

and it's ACA compatible! 






Create bltmao 
and ouriine fonts 
forallYOJr 
programs! 
Convert and edit! 



^ Fuii-feaiui-eti outline 

V Illustration piograni, 

create complex, artistic illustrations, 

scale, btenc 2 objects togetner or color 

and line styles Group^UngroupS, 

loci<s/untccic5. Hips and aligns objects. 

Rotases ctlects, Suppofi AQobe Twe : 

outline fonts 







:mi3llon • SenricsTlps 
nd nHicli monl 



^®Jo^;^lJ[JLi; 



Orders Onlv"^" R Canada 

1-800-258-0533 



9-3 Weekdays 
10-8 Saturday 

12 to 5 on 
Sunday 




THIS EXCLUSIVE A1200 PACKAGE IS 
ANOTHER GREAT AMICAMAN VALUE ... 

Package incUdcs an Amiga 12CX>tompuTifi' 
w/powf r^upplY. mouse iind TV adapier plus th«e great 
software titles: Pln^s^ Oreams arcade pinball slmuMUon, 
I TTOUs flCA. ana OuWc Wrtte word processor. 




Lots of MeW... ^^^^^, 




High speed 

68030 

Accelerator ^ 

W/32 Bit RAM Board up to llS MB RAM, Math Chip 

Option, Includes Realtime Clock 
50 MHz 68030 w/MMU 40 MHZ 68EC030 

50/0/0 $179.,i-40/o/o ^99 



«* 40/0/0 

50/50/0 $C79 '-''°' ao/3s/o 







Your Number One Source 

for the world's First 32 

BIT Graphic Multi Media 

and Entertainment 

Console! 



MBX 1200Z 

MATH CHIP i2-BIT WIDE RAM And REAL TIME 

CLOCK FOR THE NEW AMIGA 1200 

FPU 32Bit MEmcr.'-.vciocfe Calendar i Bat. for the 120Q 

14MHz 6SS81 25MHz 6S882 50MHZ 68882 

r-- $1 



*fi^S 



iJ MicroBoticSjJnc 

' McLxJMm 1L2> 

FASTEST iVIODEM ON THE AIVIIGA 

Two mcdei; Smigj Internal snd RS-232 Eiternal with metal case and power. 
Interrul Moaem is warts in nICOO. AK'M ana A43O0. Fre« user from 
dependence on ttie naiive Amiga serial port ^ j 

Enernal Modem a9 wotVs witti any serial con ccmputer. 9! 




eXTERMAL 
IDE CASE 
irKtali vouf F3vof*re \ 
IDE S.S HARD DRIVE 

irKtwiKAii caD«« and connecticxis 




All Unltl IDtlud*: 
• 3p«f Uxxft • SCSI 
IjTtfnacioif 'Pff^r 



Sint^eayaDeniyciOKOIi'oit sgg 
Upright Casf tor single J 5HD iiog 
DualBavS:r2rjlfliEign!HPs sug 
Four Bay oiKn frc-it :nct stiwTi) sjsg 



• 2 MB RAM 

• 14 mhz 68EC020 Processor 

• Dual Speed CD ROM Drive 

• 11 Button Handheld Contoller 

with connections for optionalMouse. 
Joystick and Kevboard 

• Video Out to TV or Monitor 

Now available: MPEG Module for movies 
Call for pricing 



Now In stocki 

ARASIAK KNietfTS 

TBOiXS 

D. GENERATION 

DEEPCOflE 

MEAN ARENAS 

NIGEL MANStL 

HOBCOE):JAMES PPNO 

WHALES VOVACE 

2001 

I.IBEIIMION 

CASTLES II 

OSCAR 

FIREFOFCE 



$2S 

W9 

SJ9 
$3» 

539 
539 

544 
539 
$39 
539 
S3? 



January Releases 




ALFRED CHICXEN 


$39 


CHOAS ENGINE 


$39 


DANOEROUS STREETS 


$39 


neeciis 


$39 


REACH OUT FOR THE GOLD 


$39 


SURF NINJAS 


$39 


TFX 


$39 


TV SPORTS OUO 


$19 


WINTER SUPERT SI>OBTS 


$39 


JURASSIC PARK 


$39 


LISACV OF SORASIL 


$39 


LOTUS TRILOGY 


$39 


HBYBINTHOf TIME 


CALi 



SCALA MM 210 



KiBvKJ60i«f!er 




niusic-x2^ 



CEARWORKS 

Gear Worts™ is Ihe mosi mxi^it ^•ank 

garni lo hit ih* maikei n ysats, in Gtai 

Worts'", ^ou ftill canne:! vaf h>us gwrs 

logeite in orfler to trarsJorm Twelve 

Wonders ot the Ancient and Modern Wortd 
into lime pMes. You builfl the inn-gr 

mccharrsms tjy linking together geats ^irtiik 
racing against timg and lighting tncinjn. 

Watch out forttjE PoUins. t'lVO grernlin-IAs 

treatUFes ttiat .V3ll Irustrats your progiess 




AMIGA T-SHIRTS 



AMIGA 
POLO SHIRT 

WrtJTE SPOfitSSpllPT 

FOB Casual W£« 
Bouncing BiMxAKO 
Shark L£k». 5cze5i 
H. XL 




AMIGA 
MOUSE MAT 



AMIGA 
JACKET $Efi 

Hea,IiSEIjh: Mi.cs 
Bt5T Olhuti L;md 
lAiNTEH Sports Jackt. 

AtLOW UP TO 3 iBtEKS- 
SlZES. S.H.t.IL. 
IJL AVUIL STEIITRA. 
EWBROIPEB NAME 55 ErTJtA 

AMIGA MUGS 'r 

2GBEATHUGS ija 

TO CHOOSE FRC' HS 

•ILOVtHi A"i:i " 

• >W^ECC"£ A,:^& Al' 3iBT 




ALL SHIRTS ARE S0°= 
COTTON. 50°i POLYESTER 



WilTE T-SHIRTS 
LIGHTWEIGHT 

1 LcvE Mr Amiga 

WFITONT 
SUES: 11,11. 





REDT'SHinS ^Ifg 
HEAVIWEIGWT ^n 

Dcsiaiai 

niOHT 

AmsAicco 

OMSACR 
SIZES: W.XL 



AMIGA HATS 






A3 20 AIRBUS 

ALIEliS3 

AUEfJBREHlZ 
ALFRED CHICKEN 
ARASW NIGHTS 
ASHtSOfTHEEMPIBt 
lASIN SPECIAL EOmOH 

A-THAWyitONSl.S£T 

AVeg HARRIER ASSAULT 

BI7FLimGFC»mffiSS 

BABTVSTHEWORLO 

BATTLEISL£"93 

BEAST LORD 

BMSOFPREY 

BLADE Of DESHNV 

BUSTAR 

BLOB 

BOBS BAD DAY 

BOPYBLOWS 

BOPYBUNrSOALAOC 

BRUTAL SPORTS FOOTBALL 

BUBBA AND STIX 

eURNMG RUBBER 

campaign: 
cannon fodder 



CHAOS ENSnE 

aVUZAIKW 

COMBAT AR PATROL 

CYBES PUNK 

DARK SEED 

DEEP CORE 

D[^tllS THE MENACE 

DtsafrnWKE 

DISPOSABLE HERO 
DOGFIGHT 

aOUENT GAMES 

FATMAN 

FII7ANIGHTHAWI! 

F17GUUINGE 

FLASHBACK 

rrewnERELnTZ 

FURYOFTHEFUBBIES 

GENESIA 

GLOBAL GLAQATORS 

GLOBAL DOMINATION 

GLOBDULE 

GOAL ISOCCER) 

GOBLIIMS 3 

GUNS KIP JtOO 

:Mlfi£DGLlKS 

HSTOSYUNE 1 19141 9181 

Srt»fl2 

6KAR 

J(T STRIKE 

JOMN MADDEN FOOTBALL 

JURASSIC PARK 

KNGMAKER 

KBU5TVS FUN HOUSE 

LEGEND OF KYRANPIA 

LEMMINGS 



LEMMINGS 2 



54S LOROStFTME 519 

533 LOdtSOFPOWEH 543 

535 TMELOSTVKHK 539 
533 WAN ARENAS 533 
SJ3 HEGAFOmiESS $44 
524 MCROHACHNES $33 
SIS MORTAL KOMEAT S27 

544 NASCAR CHALLENGE S21 

545 NIGa HANSEL 537 
$39 NCKYE 537 
$33 NOOOrS BG ADVENTURE 532 
$33 NOOOYS PLAYTIME 532 
527 OVERDflI'VE 533 
S21 OUTOfmEWORLEVANOTKER 525 
551 PINBAU- DREAMS mtTASIES S44 
533 PfiCXlECTX 519 
533 CrwAK S19 
533 REACH FOR TH£ SKIES 539 
533 ROeoCOPS 519 
SIS iiULESaF'ENSKDCNr2 544 
S33 SECRET OF HOHiEirELAM) 521 
527 SECSCT0f'HOH<EfSLAHI2 538 
533 SEEK AMD DESTROY 527 
513 SENSBLESOOEa 525 
$37 SETTtERS 544 
SIB SIMON THE SORCeXH 543 
512 SNAHT 521 

543 SIM EARTH 524 
533 SKIDMARKS 533 
531 SHEPWAUtm 537 
$45 SCCCERKD 535 
$31 5MCE HUU 540 
531 SHCE LEGENDS 540 

536 SPEE0BALL2 SS5 

533 SPORTS TOP ID 517 

534 STARDUST 524 
533 SIREnFKa(TER2 5U 

544 SUFERFROG SU 
533 SYMOCAIE S40 
$43 TERMINAIOR 2 ARCADE 537 
519 THEPATRIOAK 541 
539 THEATRE OF EAIH 537 
$17 T1DMLAHRTST1WTB3TF0OTBAU. 529 
533 TOO HOT TO HANDLE $25 
517 TORNADO 5« 
S33 TfilPLEACnONH 52) 

543 TRIPLE ACTION (2 521 

537 TUPLEAOWiS 521 
S39 TRlPlf ACTION '14 521 

544 TraPlf ACTION tS 521 

539 THOLIS SIS 

535 TV SPORTS BA5EBAU 519 

543 UR1DIUH2 533 
537 WALKER 533 
537 ftARINTHEGULF $31 
533 MVIEN TWO WORLDS WAR 544 
519 WINGCCMMAhOfH 531 
533 WIZANDLIZ 537 

544 WOUDERDOG 513 
531 WOOOYS WORLD $31 
543 WSLDS OF LEGEM) 533 
S2t YOJOE 533 

540 ZOOL 520 




fj 



Order Either of these ACA 
Games for S57-Cet the ottier] 

a EDDT 



UIEN 
ttEBIII 



AGA JiHei 

IB69AGA 

ALIEN BREED 2 AGA 

AIHBUCKSAGA 

BODYBLOWS GALACTIC AGA 

BURNING HLIBBERAGA 

CIVILIZATION AGA 

CHAOS LNGINE AGA 

DENNIS THE MENACE AOA 

DIGGERS AGA 

FATMAN AGA 

ISHAH 2 AGA 

ISHAR AGA 



■ BLtWS 
CAUCIK 




JAMES POND 2: BOBOCOO AGA 5 1 9 

JUBASSi: PARK AGA 53^ 

MORPH AGA 137 

SIS NKSEL HANSEL AGA 537 

517 OSCAR AGA 533 

519 OVERKILL AGA 527 

517 PINBALL FANTASIES AGA 533 

533 RYDER CUP GOLF AGA 533 

S4S SIMON THE SORCERER AGA 549 

527 SIM LIFE AGA 544 

536 SLEEP TALKER AGA 537 

S44 SOCCER KID AGA 537 

533 STAR TREK 25TH AGA 543 

517 WHALES VOYAGE AGA 537 

539 ZOOL AGA 520 
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Top: Figure 2. This figure's construction was a bit more 

involved. Ttiled "Clocl< Works," it was designed by 

Greg Gorby, 

Above: Figure 3. New attributes and requesters accent 
the A4D interface. 



constructed or re^vorked. Tiie A4D Grid Snap tool opens a Grid 
Defaults window. The size of tlie grid con be adjusted on any .ind 
all axes, and the grid can be aligned ivith any selected point, If grid 
snap is on when you move an object, it \vill snap to the next grid 
point position. 

New and Upgraded External Tools 

Just to remind vou, the use of the term external tool indicates a 
tool that is actually ha.sed in a program outside of A4D, and opens 
the WAV for the creation and distribution of an unlimited numhcr of 
new tools in the near and far future. Aladdin thus joins the 
traditions set by ProPage with its Genies and Li^litWavfSD with its 
macros. Some of these external tools ha\'c been mo\'ed from their 
previous placement within A4D, and they are represented by a 
Named Tool List under the .^40 icons. Added to all of the external 
tools is a togglable help screen that describes in great detail what a 
tool does and how it does it. 

Scale (upgraded In 3.0) 

Neiv attributes to Scale include being able to select either the 
poly center or the Attach Point as the place from which rosi^.ing 
operates. Previously, selected polys or objects were resized from 
their centers alone, making certain delicate resizing operations (and 
especially alignment) somewhat difficult. There is also a new Scale 



Deforms toggle that allov\'s the automatic resizing of animation 
deformations to occur along uith the resizing. 

Conforms 

Conforms allows you to deform any selected poiys to a 
predrawn splined shape. When activated with the RMB, a Conform 
Default window opens up. In it are several parameters to set, 
including scaling and power functions, scaling from a center or an 
Attach Point, far or near scaling, and a radial setting. The real magic 
takes place, howe\'er, when you access this tool with the LMB, 
which makes its operation interactive. By moving the LMB while 
holding it down, you can see the selected shape conforming itself to 
the splined shape. Letting up on the LMB creates the new shape. 
What are some of its uses? With a little practice, vou could deform a 
sphere into a shape that could be used as the basic structure for a 
sculpted 3-D head, a teardrop, or another organic element. Your 
experiments are aided by the fact that you can sec ail of this 
happening in front of your eyes. A series of drawings showing the 
results of using this tool with various settings is included in the 
manual, making the learning curve much gentler. 

Interactive Rotation of the View 

This represents an upgrading of the View Rotation option. In 
addition to being able to use the number pad keys to rotate the 
vieu' screen around a selected axis, an interactive option that places 
a bounding box around objects on the screen now allows you to 
rotate the \'iew interactivelv (a comparnti\'e function to a similar 
attribute in LightWa\'e and CaHgiiri, sometimes rei^erred to as 
Virtual Reality rotation). First you click on the ChaView (change 
view) tool in the external tools listing. All poivs are then boxed 
according to their group number. Holding down the mouse button 
will move the view on any axis, adding the shift key will zoom in or 
out, or adding the alternate key (Alt) alone will move the view from 
side to side or up and down. Added to all of this is a new togglable 
perspective grid akin to that in Caligari and LightWave that gives 
vou a reference for movements of objects. 

DPoint 

DPaint has been included to demonstrate how easy it is to add 
external tools that will activate other programs from within A4D 
for multitasking operations. You can do a listing of this tool in a text 
editor to observe that it is a simple CLI command. You could just as 
easilv design a similar tool called ".ADPro," "ArtExpression," or 
another named program to turn it on, as long as your memory is up 
to par for multitasking with it. Even at a fairly basic level, users can 
begin designing external modules that A4D can incorporate. 

Point Control 

The Point Control menu supplements the Point-Add/Point- 
Delele icons allowing much finer control over the addition and 
deletion of points in a polygonal shape. It works on either all polys 
selected or one poly at a time. You can add points between two 
selected points in either a forward or reverse direction. If points are 
to be deleted, then vou can select the minimum angle, in degrees, 
that determines a boundary for deletion operations. Any number of 
points can be automatically added. 

Primitives 

Primiti\e library lovers, wait till you see this! Other Amiga 3- 
D/4-D softi\^are offers you the opportrmity to tap into a primitive 
library to add pre-structured primitive objects, but the primitives 
are very limited in quantity and scope. .^4D 3.0 gives you two 
separate Primitive generation menus. The first is called Platonic 
Primitives. The initial release of the program offers only four 
platonic solids — Icosahedron, Dodecahedron, Octahedron, and 
Tetrahedron. As this tool is upgraded through new modular 
releases, other Platonic solids will be added. You can vary any or all 
of the XYZ size defaults. 

The second Primitive menu involves the creation of Quadratic 
Primitives and includes additional parameters that can be altered. 
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Sidebar: 

Interview with Greg Gorby 

It's always interesting to look into ttte mind of Amiga 
developers, to see whiat makes ttiem tick and to discover ttie 
sources of ttieir creotive energy. Witti itiat In mind. I visited Greg 
Gorby (Aladdin 4D's creator) at his home in Salem, Ohio in 
October of 1993. 

Morlier: What is your background os on Amiga programmer,.. how 
and where did you learn your craft? 

Gorby: It must have been in "83 or '84 thot I decided to learn to 
progrom. I bought the books and an early compiler for the Amiga 
1000 and learned. There was. literaliy. no one in the area who 
knew anything about C or assembler, so books were my only 
companion for a year or two. There v/ere times when I hung my 
head ond told my wife. Beverly, that I must be menfolly deficient. I 
"would never get this." Well, with a lot of persistence. I finally 
became an (arguably) efficient programmer. I first wrote o few 
games (marketed by another developer). These taught me to use 
the hardware as efficiently as possible. They were about one 
thing. Speed. When I began writing productivity software. I 
actually hod to learn to slow down, to be completely friendly to 
other tasks running of the same time. The latest version of Aladdin 
4D is actually several tasks oil running simultaneously. 

Mortier: Aladdin 4D seems to be an artist's and animator's tool that 
isn't wed to a specific look, meaning that each users work can be 
very unigue os compared to another's efforts. Can you comment 
on this, end where does this adaptability originate'? 
Gorby: As an artist, when I saw a painting, I usually recognized it 
by its style, I would say "That's a Doll." or "(that) must be a 
Vermeer," When I began to write 3-D programs, I had noticed 
that I was saying "Thot is a Sculpt." or "(that) must be a Silver," 
Everyone doing work in a particular program seemed to lose their 
individuality. The program was the creator, and the program's 
user was, in general, unrecognized, I was determined to find out 
why this unforgivable state of affoirs existed, I tried the three most 
widely-known 3-D programs of the time and found out in a hurry, I 
found thot the programs were written as a set of solutions to a 
well-defined problem, phrased as an engineer's question. And as 
with any such question, the solution was searched for and found. 
This was then given to the user. When he drew in the program, it 
wos usuolly from a set of predetermined objects. Attributes, etc, 
were also limited to a given set, with even the variations available 
very well defined. The net result was that the renderings per- 
formed had the flavor, or style, imposed on them by the originat- 
ing program, not the intent of the artist. 

This has changed In many of the newest 3-D progroms. at 
least to some extent. When I now see a 3-D rendering, I am often 
unable to tell what program generated it. It is becoming Increas- 
ingly important who created It, Instead of what program. This was 
achieved in most port not only by giving the user an extended 
number of options in object creation and attributes, but in the 
very nature of how the original questions are phrased. 

I am quite happy to say that we have come as far as 
onyone in achieving this goal, perhaps even farther. Many of the 
animations we have received, done by our users, hove a very 
unique look. We hove shown tapes of these animations to 
professional studios, and without fail, they think they ore gener- 
ated on SGI mochines, they just can't say on which renderer. They 



Incliidod lire ,ill ot tlio iiii.idr.itics: lillipsoid, hlyperboloid of onu 
sKcet, Hyperhciloid (if two siiei'ts. Torus, (illiptic Cone, and an 
Elliptic Hyperboloid. Various p.irameter settings have their results 
copiously iilustr,iti.'d in the manual. 

The New Path Extruder 

Path extrusion is the extrusion of an object along a path, and 
A4D's I'ath Extrusion tool has sortie exti'iisivo new cap.ihilitii.'s not 
found in earlier versions. Used in combination with the spline 



often think it was done on a new version of one of them. When 
we tell them it was done on the Amiga with Aladdin 4D, they 
can't believe it. We tell them it doesn't matter, It is more important 
to know who mode it than with and on what, 

Mortier: In terms Of hardware, what, in your opinion, does the 
Amiga need to remain In the running os a protessionol graphics 
and animation platform? 

Gorby: I see three moin things that would insure the Amiga's 
future. First, and above all, odvertising. After oil, you can sell 
anything with the proper advertising. And the Amiga Is stili a jewel 
of a machine. It still has the most efficient and up-to-date 
operating system hardware combination available. Second, we 
should update the hardware in two ways. Have 24-bit display as 
standofd, keeping the HAM modes for opcode 5 animation. Then 
use the more efficient RISC processors in parallel contiguration 
These goals are not only achievable, but exist on not only other 
platforms, but even for available peripherals. Third, we must 
rekindle the enthusiasm Amiga owners hove always hod and 
which seems to be fading. Without this loyal dedicated enthusi- 
asm, the Amiga— with its poor advertising and support— would not 
be in existence today. 

Mortier: Aside from your softwore, what other Amiga packages 
have motivated and influenced your development over the 
years, and how? 

Gorby: In general, I don't like software that Is full of features when 
none of them work extremely well. I would prefer to use separate 
pieces of software, each with a specific purpose, each of which 
perform very well. The first software that reolly impressed me on 
the Amiga was the original DPaint It wos a very solid, fast, 
responsive piece of work, even if its dispiay modes and feature set 
were somewhat limited. The second software that really im- 
pressed me was the Amiga's operating system — especially its 
multitasking kernol. We can be very proud to have such an 
operational base to run our programs In, 

Mortier; What ore your favorite new features in A4D 3,0 and why? 
Gorby: I love using the 3-D splines. With them it is so easy to drow 
smooth, rounded forms. They also make generating smooth paths 
for motion really simple. Along the same lines are the control 
splines. With them, there is complete control of changes occuring 
during the animations that is graphical and Intuitive, And the new 
wave types and Instancing which the paths can do are quite 
interesting. 1 have really only just begun to understand what the 
instances can do. and have gotten som.e wonderful surprises, And 
of course, my favorite of all Is the new open-ended editor. With it 
we can write new tools that ore almost full opplicotions in 
themselves and they are fully interactive. 

Mortier; Can you give us o few teasers concerning where A4D 
might be going in terms of new tools or concepts? 
Gorby; The new external tools show our direction, both present 
and future. In 3.0. we have opened the editor to external tools, 
written both by us. and by Individual owners as well as third 
parties. In o future version, we will open the rendering side. This 
means you will be able to choose from several rendering engines. 
Perhaps a super fast, faceted renderer— the type we use now— 
ond a full raytraced renderer. Not only the ones we provide, but 
others written by those companies that only wont to v/rite 
rendering engines without doing a modeler. We may also oilow 
external texture tools to run so these con be written by third 
parties. 



drawing tools, the Path L'xtrusion tool can create the most intricate 
curved surfaces with ease. Creations could include railroad tracks 
that follow curved surfaces. By multiple-selecting a number of 
objects at a time, extruded polygons can be used to create multiple 
curves targeted to a path that itself curves in all three dimensions. 
Looped wires and cables, curving railings for stairways, tivisted 
hanging \-ines and related objects are now easy to generate bv using 
this exquisite new .A4D tool, 'V'ou can rotate and resize ail elements 
with C-Spiines (Control Splines). 
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As lold hv AC Tech S3.4 and Amiga World Aug. '^J... 

The LANGUAGE For The Amiga! 

One Amiga laniJuaMe lias stood the test of time. 

his new package represents the fourtii major upgraded release 

of F-Basic since 1988. Pacl<ecl with new features, 

5.0 is tfie fastest and fullest yet. The power of C with the 

friendliness ot BASIC, Compatibility with all Anniga 

platforms through the 4000.. .compiled assembly 

object code with incredible execution times... 

features from all modern languages, an 

AREXX port, PAL and ECS/AGA chip 

set support.. .Free technical support... 

This is the FAST one you've 

read so much about! 




Supports DOS 
1,3, 2.0, 2,1 and 3,0 



F-BASIC 5.0™Systenn $99.95 

Includes Compiler, Linker, Integrated 

Editor Environment, User's Manual, & Sample 

Programs Disk. 

F-BASIC 5.0™+ SLDB System 

As above with Complete Source Level DeBugger. 



$159.95 



AvailaWe Only From: DELPHI NOETIC SYSTEMS. INC. (605) 34o"0791 

P.O. Bra 7722 Rapid City, SO 57709-7722 

Send Check oi Money Order or Wrile For Info. CafI With Credil Card or C O.D. 

Fax (605) 343"472a Overseas Dislribulor Inquiries Welcome 



New Items in the Editor Menu: 

Lens Flares 

These are listed simpiv iis Flares in the menu. NewTek's 
LensFlare option is no doubt going to be compared to A4D's like- 
minded tool. But A4D's flares have some new expanded capacities 
as compared to those of LighlVVave. LighlVVa\'e's algorithmic lens 
flares arc capable of generating variable asterized effects. In A4D, 
flares are not algorilhniie. To make them appear in a scene, you 
must first design their coniponents in a paint program, or import 
them from an included A4D library. What they add, however, is 
infinite variabilitv. A4D's lens flares take their look from liitmaps, 
including any animated ones, targeted to tliem. They can also be 
composited, leading to all sorts of interesting and bizarre effects. 
You merely construe! a picture or brush you like in a paint program 
and then choose it as a lens flare. .A4D's flare components can also 
be grabbed from li\'e \Mdeo. One option is to sa\e an A4D gaseous 
structure as a painting, grab it as a flare-brush, and then paint 
instant stars in vour cosmic backdrop. Or even better, create 
animated flares from an imported series of pictures. Because they 
use hitmap lists (texture lists), they can take on all of the features of 
the list; transparency, strength, color levels, offset positions, 
flipping, etc. 

Mechanical Waves 

Mechanical waves mo\'e the points on a polygonal object's 
surface so \'0u can create true rippling surfaces — ocean waves, 
wa\iiig flags, etc. With the opening of a nev\- Wave u-indwv, you 
can appreciate the complexity of this tool. The selected polys 
should be triangles, as the associated poiy normals can be severely 
displaced by this operation, known as "tripling" in LightWave. You 
can animate the polygonal surface bv displacing any axis along 
another axis by set frei.]uencies, phases, ranges, and angles. This is 
not a tool you can begin to appreciate through verbal description. It 
requires dedicated experimentation, .■^fter a session of experimental 



play, you will want to documeiit the results acliioved to get a better 
grasp of the possibilities. Here, A4D accomplishes a process with 
case; a process with which other packages struggle. 

instancing 

Bound to become a tool that will be emulated in all of tfie 
other serious Amiga 3-D/4-D packages, A4D's Instancing tool is 
going to allow you to do things you never dreamed were possible 
on an Amiga, as it was pre\-iously available onlv on very high-end 
systems. What instancing does is to replicate selected polygons (2-D 
or 3-D objects) along a path so that you can easily create animated 
effects like snakes and other undulating elements that automati- 
cally follow each other at user-definable distances, spaced out in 
grids or along a path. For example, make just one tin soldier and 
wind up with n whole platoon. The grouped soldiers need not 
march in unison either, but can mo\'e each to his own drummer. 
The cloned instanced objects can be set to move according to 
different lime parameters during an animation. I3y setting the angle 
of rotation of instances, you can make perfect rotational clones 
around a central point, like flower petals opening and closing. You 
can use one polygon to create an entire multi-polvgonal object in 
this manner. Experimentation with it is very addictive, and 1 expect 
it will add a whole list of new possibilities to things like logo 
generation and animation. 

Control Splines 

A4D's C-Splines, like those in G?/yiin' Bivihiciifl and 
LightWave, replace the ease-in /ease-out and delavs that are used in 
other programs including pre\'ious versions of Aladdin. Any 
temporal aspect that can be used during an animation is now 
controllable by C-Splines. C-Splines can be loaded and saved to 
disk, and the program comes with a readv-to-incorporate listing of 
several. C-Splines gi\'e vou a visual indication of object accelera- 
tion/deceleration. You can finely tune the rate of change of an 
object's temporal motion using C-Spline controls. 

Conclusion 

in this article, 1 have focused on the neiv attributes of Aladdin 
4D. Those of vou new to this software will want to be ad\'ised that 
the features 1 ha\'e discussed represent only a fraction of its power 
and variability. The new modular approach will e.xpand its use far 
bej'ond what it now contains. It remains a top choice among Amiga 
3-D/4-D artists and animators. The upgrade cost for previous A4D 
owners (2.{J, 2.1, or 2.3) is onlv S99. Previous owners of the Dnur-4D 
series should call Adspec for pricing details. You can also upgrade 
from any other Amiga program for $219 (See Adspec for details). 

•AC* 



Aladdin 4D 3.0 

Adspec Progfamming 

P.O. Box 13 

Salem, Ohio 44460 

(216)337-1329 

Inquiry #217 



Please Write to: 

Name Name 

c/o Amazing Computing 

P.O. Box 2140 
Fall River, MA 02722-2140 
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— ARexx continued from page 46 

PARSE ARG binnum 

k=l 

DO WHILE b:innun-=' ' 

PAASE VAR biimum X num.k 2 bionum 

WD 

k.k-l 

finBlBuine' ' 

EO l-k TO 1 BV -1 

BunuO ' 

BO !1=0 TO 2 

Ir SATATYFECsun. iUClJUl THEN LEKVE 
tua'lnuin.i) ' (2**n}+Bi]ja 
l.l-l 
tND 
f inalaim=auni| I EinalBUjn 



Listing Two 



/• HsxConvert * roKx */ 
OPTIONS EESULT3 

PARSE ARG answer, option, K,y 

SELECT 
WHEW opcLon^'REX' THEN optiont'X' 
WHEN opClon-'BIN' THEN nptiona'B' 
WHEN optloO='OCT' THEN optlon='0' 
WHEN Dptlon='I!EC' THEN optioO='D' 
OTHESWISE Option.'C 
END 

/• HUnb«r k characcer cranfllaLar •/ 

IF optlon-'D' THES DO 

IP LENGTH (answer) > 10 THEN DO 
d-LEHQTH{BnBWQr) -10 

EESULT^REQOESTU.y, 'Strinff too iODg by' i' 
EXIT 
END 



■; THEN DO 

'Invalid whole auolivr. 



IP -DATATYPE ( answer, '1 
KESULT-KSaOlST ( Jt , y , 

EXIT 

END 
END 



IP opdOD-'X' THEH DO 

IF LEMGTH(anBwer)>B THEN DO 
d-LEHGTHIanswerj-B 

llESlJLT=HE0OESTli,y, 'Strino too long by d' 
EXIT 
END 

IF -DATATYPE (anawer, 'Jt') THEN DO 

BESULT.REQDESTiJi.y, 'Invalid hex number.',, 

EXIT 

EHD 
EMD 

IF option:»'a' THEN DO 

IF LENGTHtanswer)>32 THEM DO 
d-LENGTH{aji8WBr) -32 

BESULT.R2QDEST(x,y, 'Strins tuo long by d' 
EXIT 
EHS 

IF -DATATYPE (anawer, 'binary 3 THEN DO 

REStlLT.BEQDESTIx.y, 'Inwalid binary nunber. 
EXIT 
BSD 



I? options '0* THEN DO 

IF LENGTH (answer) >11 THEJJ DO 
d=LEH3TH(anaKer)-ll 

RESULT-HEQOESTIx.y, 'String too long by d' 
EXIT 



..OKI 



IF -octal {anawer] THEN DO 

ItEBI3LT-REQUBST(x,y, 'Invalid octal nuaber. ' ,,0K) 

WIT 

Eta 
END 

IF option-'C THEN IF LEHOTH (answer) > 4 THEN DO 
d^LENCTH { answer ) - A 
RESHLT.REODlSTti.y. 'StrSns too Ions by' d'.',,OEI 

EXIT 

END 



SELECT 

WHEN option- 'D' THEN DO 
decs t r i ng B anawe r 
chast ring ■d2 c ( answer) 
hsxB t ring -d2x (answer) 
binBtrLng>c2b(d2c (anewer) ) 
□ctQtringEb2o|c2b(d2c(anBwer) ] ) 
END 

WHEN option. 'X' THES DO 
hexB tring-answer 
cheat ring«x2c (answer) 
dec strlng>x2d (answer) 
blDstrlngBc2b{x2c {answer) } 
octfltrlng=b2o(c2b(K2clansworl ) ) 
END 

WHEN option.'B' TltEM DO 
bins t ring. answer 
cha6trlngBb2c (answer) 
hflXBtringBC2x{b2c (answer) ) 
decBtring>c2d{b2c{answer) ) 
cctatringBb2o (answer) 
END 

Hggil sptions'O' THEK DO 
oct8tring>anBwer 
blnst ring-D2b I answer } 
c]iBBCringBb2c(o2b(anBwer) ) 
heist rlng-c2xlb2c{o2b (answer))) 
decBtrlng-c2d(b2c<a2b(answer)|) 



OnSHWISE DO /• characters •/ 
cheat rings answer 
decBt r Ingnc 2d [ answer ) 
bex8tring>c3x[ answer) 
blnBtring>c2b( answer) 
oct6trlng-b2o(c2b( answer) } 

END 

END 

/• remove gadgets before rewriting contents •/ 

CALt REHOVEGADGET (HEXHOST, CHA] 

CAI,!, BEHOVEGADOET (HEXHOST, HEXI 

CALL BEMOVEOADOETtHEXHOST.BlHI 

CALL REHOVEGADGET(HEXHOST,OCT ) 

CALL REHOVEGADGET f HEXHOST, DEC ) 



/• rewrite gadget B-output */ 

CALL ADOOADOET (HEXHOST, 10, 20,CaA,ol>»Btring, , 

-'Call BEXCONVEHT . REIX ' '\g" ,^, VXiVy'". 270,llIt!OEBORDKR) 

CALL ADDGADCETIHHmoST. 10, 50,HEI,haxstrln(, , 
-'CallHEXCOHVBKT.BEXX "*g" ,\d,%x,\y ", 270, RIDGEBOBDER) 

CALL ADDOADGETt HEXHOST, 1 0, 80 , BIN, binetring, , 

-■Call HEXCOHVERT.KEXX " W ■ ,\d,\lt, V'".270,HIDGKBOlU)ER| 

CALLADDaADOET(!ffiXHOST. 10,110,OCT,octetring, , 
•"CallHEXCON-/ERT.RIiat "\b" .M.*x. V'.S'O.mDOBBOHIIEIl) 

CALL ADDGADGETIHEXHOST, 10, 110,DEC,decstring, , 
"•CallHEICON'/ERT.HEXX "^' ' , Vl.^lx.'ky' ", 270,RIDGEBORDER) 



/■ chec)t for valid octal nmaber */ 
octal: PROCEDOUE 
PARSE ARG octnum 
DO WHILE octnum-s' ' 

PASSE VAR octaun 1 first 2 octntua 

IP tirst>7 1 -DATATYPE(tlrat, 'W') THEN RETURN 

END 
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RETtlRW 1 

/* convert octal number to binary •/ 

02b: PROCEDURE 

PARSE ARG octnum 

k=l 

DO VJHILE octnum-s' ' 

PARSE VAR octnmn 1 num.Jc 2 octnuin 

EHD 

n=k-l 

DO i-1 TO k 

SUES (nmn*iJ*(8**n)*Bui]i 

naii-l 

END 
biiin'jm^c2b(d2c(au3i)} 
RETURN binnum 

y* convert binary to octal '/ 

b2o; PROCEDURE 

PARSE ARQ binnun 

ic=l 

DO WHILE binnum^s ' ' 

PARSE VAR binnum 1 num.h 2 blimum 

lc=)c+l 

END 

final sxjjii=' ' 
DO i^i: TO 1 BY -1 
suia=0 
DO noO TO 2 

IF DATATYPE (num. il=CHAB THEN LEAVE 
oum-tnum. 1 ) • (2**ii) tsura 
1=1-1 
END 
f inaLlsum-suml i f inalsum 
i=i*l 

END 
BETmN final fliuE 



Listing Three 



/■ Converter. rexx GUI for HEX.rexx */ 

OPTIONS RESULTS 

/* setup Loads library "/ 

lib= 'rexxarplib^ library' 

/• intuition. «indowE, gedgets */ 

IF -SHOWCLMibJ THEN CALL ADDLIBdib, 0, -30, OJ 
IF -SHOWt'LMibl TSEN EXIT 20 



** Create our very o'-m host application. 
•♦ We should use the asynchronous "AHEXX" port, 
•♦ This window GETS its messages thru "HEXHOST" 
•* This window SENDS its mesBagep to "REXX", 
•* The window opens on the "Workbench" screen. 



ADDRESS AREXX ' 'CALL CREATSHOSTtHEXHQST, REXX) '" 

/* wait for our new port to ccce on line */ 
WAITFOHPORT "HSXHOST" 

/• Amiga. Intuition paraireters for the window and gadia */ 
/* for UadB •/ 

idcnsja-CLOSEWISDOW GADGETOP" 

/* for window */ 

flagfl=''HOCASEREFRESH MINDOWCLOSE W iNDOWBRAG" , 
" WIKDOHDEPTH WIKDOWSIZIKG SISEBOTTOK ACTIVATE" 

/* open Che window with the paraaeters we want V 

CALLOPENWIHDOW(HEKHOST,0, 11, 440. 310, idcmp, flags, , 
"Charaeter/Muaber Converter") 

/" what to do if we click on the closewindflw gad */ 

CALL MODIFVMOST (HEXHOST, CLOSEWIITOQW, " ' CALt 001T<HEXH0STJ ' " ) 



^ Add the ptimary gadgets to the window. 



IE the gad is clicked, the last string is sent to "HEXX" 
Here, they are calls to the other prograns. 



/• Character string input */ 

CALL ADDGADGET(HEXHOST, 10.20, CHA, "", , 

"'Call HEXCONVERT. REXX "^" ,^^,'k3cAy"',270,RIDGEK>RllER) 

/' Convert character button */ 

CALL ADDCADGET(HEXHOST,290,20,CHA1,* CharacterB ", , 

"'Call READGADGETiHEXKOST.CHA) '") 

/■ Hexadecimal numiier input */ 

CALL ADDGACGET(HEXHOSTf 10, 50 , HEX, "" , , 

"'Call HEXCONTORT.REXX ' •%g' ' ,^,5u£,Siy "% 270,RlDGEBORDES) 

/" Convert heKadecimal button */ 

CALL ADDGADOETf HEXHOET ,290,50. HEXl , " HaxadBcimal " , , 

"•Call REAtlGADGET(HEXHOST,HEX) '"} 

/• sinary input '/ 

CALL ADDGADGET{HEXHOST. 10 , 80, BIN, "" , , 

■"Call HEXC0NV3RT.REXX ' '%g' ' ,^,^,%.y ' ", 270,RTDGEBORDER) 

/* Convert binary button */ 

CALL ADDGADGEr:HEXHaST,290,80,BINl," Binary 

-'Call READGADGETIHEXHOST.BIN) '") 

/• Octal input •/ 

CALL AEDGADGETIHEXHCST, 10, IICOCT, "", , 

"'Call HEXCOHVEKT.REXX ' '^g' ' ,5al,^,%y "',270,RIDGEBORDER) 

/• Convert octal button */ 

CALL ADDGADGETtHEXHOST, 290, 110, OCTl, " Octal 

"'Call REAI>GADGET(HEXHOST,OCri '") 



/* Decimal input '/ 

CALL ADDGADGET(HEXHOST,10, 140, DEC,"", , 
"'Call HEXCQNVERT.fiEXX ' '^g' ' j'*bd,%X,^y' 
/* Convert decimal button •/ 
CALL ADlJGADGET(HEXHOST,290,140,DECl," 
"'Call REAaGAEGET1HEXHQST,DEC) '") 



■',270,RIDGEBOHDER} 
Decimal "., 



•• use one ar the nthpc of the lines below for the CLEAR 
•* gadget. Juat "coiiment out" the line you don't use. 
•* The Second a,lternative ia COacRented out now, 
** The first way :o Clear is to send a null " from the 
•* CHA string gadget. This blanlcs all but the DECimal 
•* gad, which Is set to "0", because a null ' '- is an 
•* invalid number. The second alternative sends a "0" 
•* frop the DECimal gadget, which loads all the numeric 
•• gadgets with atringe of O's- This method of clearing 
'• shows that eight O'e in binary = two O'b in hes, three 
** O's in octal, one in decimal. If you are comparing 
** single characters, this method cf clearing will help 
'• count the place holders for yoii. 



/* CLEAR gadget leaveg all blank except DECIMAL^O */ 
CALL ADDGAEiqET(HEXHO^t, 290, ITO^CLR," CLEAR ", , 
•"Call HEXCOHVERT .CHA'") 

/• Alternate clear. . .uncocerLent to use. . . 

/' CLEAR gadget puts O's in number gadgets. •/ 

CALL ADDGADGET(HEXHOST,290,17ajCLR," CLEAR ", , 

"'Call HEXCOWVERT 0,DEC"') 

,,, remove Alternate line and this one to uncQiasient */ 



/• window Text */ 

CALL wi ndowtexc t HEXHOST , , 

'V\\\\\\\\\\\\\\\\^(c) 1994 by Merrill Callaway') 



EXIT 



•AC- 



Please Write to: 
Mettill Callaway 

c/o Amazing Computing 
P.O. Box 2140 

Fall River, MA 02722-2140 
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If there is one person who stands out as the premier artist for the 
Commtxfore Amiga, it would be Jim Sachs. Mr. Sachs' art^vork has 
been seen on the An^i);.i since its earliest stages. tHowevcr, Jim 
began liis career as M\ architectLiml major at Cat Slate l.A and then 
he studied Air Force RtTl'C at USC. l-fe was .in Air I'orce pilot, 
flying CI41's for six years, until the .Air Force wanted to chanj^e his 
posting, "They wanted to make me a flight instructor in Lubbixk, 
Texas. I wasn't about to do th.it so I got out of the Air Force. 1 
already had my house at Lake Arrow Head. .About -i years later I 
got married. 

I was just soil of casting around for some ideas as to what to 
do for a career. I kneiv ni>thing about coniputers, so I decided to 
buy a Commodore 64 because the price was low and it looked like 
a ^ood wav to enter the fieltl. 

After a month of typing in programs from mafjazines, 1 
discovered that 1 had a fl.iir for computer prosramming, I decided 
to do a little artivorlt on the f>4, although it meant programminj; 
the picture in hesi-decim.il .irilhmetic since there was no such 
thing as an art program at that time. 

t created a backdrop of W.ishington DC and my wife 
suggested that 1 make (hat into a game based on the old mo\'ie 
finrlii I'lTSiis Ihe Fli/in^ irnicin. So 1 did, 1 put in tlying saucers \\'hicli 
destrtH'ed the buildings and your job was to destroy the saucers. 1 decided to 
market that game directly from my house through mail order. It did 
relatively well. It paid for the ad\crtisements I h.id in most of the n'iajt>r 
magairines. The game got giuxl reviews but I ditln't make any real ntoney on 
it because piracy w.is real!y rampant in tht^sedays. 

With that game and winning Commodore's first graphics competition, 1 
had enough of a name in the industrv' to get developer status on the Amiga 
right away, i drew a few screens using Grapliicraft, which ^vas a verv 
primitive paint program (hut light-years ahe.id of what 1 was used to). 1 tuwk 
the^e first iew drawings to a Commodore shitw in San Francisco in February 
of H86, and was immediately hired hy Cinemaware and Aegis. I guess that's 
pretty much the early story. 

AC: When \'Oi.i went to Cinemaware, the first thing you worked on was 
Defcfitkr of till' Crown? 

IS: 'Yes, About four years after I started with the M, I switched to the Amiga. 
AC: How long did it take you to create Defender Of The Crown. 
IS: Seven months nt twenty hours a day a\erage, There was a tremendous 
amount of pressure from Cinemaware to get it done. They \vould call me in 
Ihe middle of the night to make sure 1 was still working. At the end of the 
project 1 needed to go to twenty-two hours a i\f[V and 1 cracked. 1 hiul a 
ner\'ous breakdown at that point. 

Cinemaware hired one of my apprentices, Kob Landcros to do the last 
screen in the project - Robin Hood bv the campfire. /\fter that, he became the 
Art Director for Cinemaware, 

I could not go into my computer rtwm for a month. 1 went through a 
little psycho-therapy, and slowly started to come back. ! worked on the house 
f<ir a while and did some real manual labor. 1 got my bearings ag.iin. Hut, 1 
really didn't want any part of Cinemaware after that. I never did any other 
projects for them. 

1 went to work for Aegis Development I did some artwork and demos 
using Aegis Animator and Aegis Images, Then I did the art^\ork for Peris Of 
Old. 

Ports Of Call was submitted to .Aegis by a programming team in 
Germany as a finished product. But the graphics were so bad that it could not 
have been released it in that form. Of coiuse, they ^vere hoping that I vvould 
take pity on them and redo all the graphics. Which I did. 

The game needed ven- little programming after that, beciuse the 
programmers had done the game in such a w.iy that it cailed up KT" images. 
■As long as 1 rcsaved my artwork under the same names, their game would 
run with my artwork instead of theirs. It \vas very easy to gel (hat prinluct on 
the market. It was a big hit in Europe, and did relati\ely xvell over here too, 
but Aegis didn't push it as well over here. After Aegis went out of business 
and 'Ilie Disc Company took it over, it became a bundling deal, packaged 
with Amiga 5003. 
AC: Any other projects? 

1$: 1 did another project for Aegis which 1 hesitate !o name because it turned 
out so badly. But it was written in B.ASIC and it was very slow. It was called 
Arizok'f Tomb, I believe I saved the graphics on it, but nothing could ha\c 
saved tile programming. 

1 did a lot of magazine covers, book covers, and ads for Aegis, 1 did 
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graphics for Commodore to use in advertising and demos for early .Amigas. 
Evenluallv 1 got disillusioned with .Aegis and quit. Stxin afterward, everyone 
else did ItKi and the\' went under. 

At that point, I started Tji'i'iHi/ Tliouiaiul Li'iix'ik'S iimkr llw Si'ii with Disney. 
However, 1 had some trouble vi'ith Disney at that time. The deal fell apart. With 
each new management regime .U Disney 1 would pre.sent the case lo restart the 
project, Ontv in the last few weeks has that been successful. 

I did a lot of game development for the Mattel Powerglove on the Amiga, 
even though it was pretending to be done on the Nintendo. I did television 
advertisements for them where a kid is playing Nintendo games on a giant 



"People felt computer art would replace 
traditional artists. Not true, it just gave the 
artist an extension of the tools available." 



screen, but the images were actually coming from an Amiga. 1 helped design 

the first couple of games that came out for the i'owergiove. 

AC: The artwork was done on the Amiga? 

/S: Yes. All of it. 

AC: And they ported it over? 

IS: They were able to port o^■e^ two of my concepts to the Powerglove - the 

two simplest ones. But the one that really sold the I'owergiove to retailers 

was a variation of Tfific Crif^titl, a demo t had done on the C64. I did an anim 

of that on the Amiga and that is what they used in all of their advertisements 

to gel the investors. We knvw at the outset it was going to be impossible on 

the Nintendo, but it really got a lot of interest at CliS (Consumer Electronic 

Show). They paid well and I had a pretty good v\'orking relationship with 

Novak, the head of that department at the time. He quit Mattel and went on 

to form his own company doing SEGA games. Since then, I haven't had any 

contact with Mattel. 

I also did all the book covers for the series of btmks by AmigaWorld. TIte 
Aiiii^ii Vifkm book, the cover for Rob Peck's book, and AmigaDos 2. 1 also did 
some covers for C()"i"j(ii/iiri' A'1iij,'i?;i'iji' until they stopped publishing. 
AC: After that you were still working with the Amiga. 
IS: Yeah, I have ne^'cr quit. 1 did some game art^\'ork for Novalogic and 
Electronic .Arts. 1 worked on Ceiilurioii. Kellen Beck designed that. He was the 
designer of Defender Of The Crown when he wan at Cinemavvarc, then he 
quit to form his own company with Will Vinton, the guy behind the 
California Raisins, and lie recently joined Trilobyte. lie's a talented game 
designer, and I expect to see some great work from him in the future. 

1 also taught a lot ol seminars where 1 would travel around the country 
and give lectures. I did some for AmiEXPO, Tile I lunter Group, and some on 
my own. My own seminars were entire weekend affairs where I charged 
about S35 per person and 1 gave eight hours Saturday and eight hours 
Sunday of Computer graphics, animation, music, and basically eserylhing 
that 1 was in\ olvcd wish. 

Those went over very vvell until the Video Toaster came out and then 
everyone only is'anted to talk about the Toaster. 1 wasn't invoh'ed in that, so 1 
stopped doing the seminars. 
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Jinn Sachs has left his imprint on the 
Amiga with art appearing on product 
covers, magazines, and startup screens 
such as CDTV and CD". 




AC: Did you ever use the Toaster? 
fS: No, 1 never have. 
AC: Any desire lo use the Toaster? 

IS: I hiive never hiid ,1 ch.ince to j>et into 3-D rendering, iind li.iw preferred 
usin^ 2-D pnint pro^r,inis to sirmdate ti 3-1) Itnil^. In the p.isl i'd ,ilwiiys used 
Di'/H.vt' Ptiint. but now I am on \ erv gixxi terms witli Uigitdl Cre.ilions nnd f 
have helped them somevvliat w irti the de\'elopnK'nt of BnHinuci'. Mainlv I did 
the package cover artwork thiit thev are usin^ in all oi their ad\*ertisemcnts. 
AC: U'as that a straight deal or a commission/royalty arrangemenl? 
IS: Straight deal. They gave me i-quipmenl lo do the job. They ga\e mc an 
A40tX) before the general public h.id their hands on one (one of the original 
black front prototypes), a 19M) monitor, a Supra HIKH) baud modem, and a 
bunch of reallv nice state of the art equipmenl so that I could do the project 
and modem it back and forth to them. Tlial took about 3 weeks to do (he 
original picture and then they kept wanting more and more fish added to it 
More fish, more fish. 0\'er the next 3 months or so I kept adding more fish 
and it finally got to a slate where Ihey were able to use it. I began thai screen 
about a year and half ago so that's a long projivt. They've been really nice lo 
me and sponsored my attending the show in Toronto and I jtisl kind of helped 
them cHit in the booth a bit. I'll like to see them come out with a machine 
\\'hich can do what the Toaster can Jo - even more, really. I he\''\'e been 
working on something along those lines forse\"eral vears now and I'tn \er\' 
hopeful that it \vill finally come to market. They really put all their resources 
into Ihe Brilliance. I'm behinci them and their program 100" >». 
AC: Scmie <if the people voo tavight have gone on to do other things. You 
mentioned one gentleman who apprenticed for you who did the final screen 
tor tile Defender of the Crovvn 

IS: Yeah, he became the art director of Cinemaware when I left, Kob Landcros. 
He was already an accomplished artist, a scrimshaw sculptor. When 
Cinemaware ivcnt under, he went to .Maslertronic which became Virgin 
Games, then he quit lo form his own company with Graeme Divine, called 
Trilobyte. Thev de\eloped The 7lh Ciicsf and 77ic UiTcnlh Hour. A really 
talented group. Steve Qiiinn was another apprentice of mine during my 
Defender of the Crown days. I le i\'eni on lo lu'Come Ihe art director of Park 
Place Productions, which was a major development company until Stmy stole 
most of their employees to form their own game company. 

The third fellow I 'discovered' was David Mosher, who is nov\- an art 
director at Interplay. He did graphics for Battle Chess and is ivorking on the 
Star Trek games. 

AC: You've had a lot of impact on the Amiga. I mean your artwork is seen on 
almost every demo the .Amiga d<X's for any new priKJuct. 
IS: Yeah, Commodore usually hires me to do graphics or do the whole thing 
for the demos. 1 did the ivhole .'\5tKl demo, the original one that was given out 
to all the dealers. I did the CD'' demo, the one ^^■ith the dinosaur and the jets. 
UsLsalK- 1 work in conjunction with Silent Software, where they do most of the 
programming and 1 do e\'erything else. 1 did all the ROM graphics for CDIA' - 
the user interfaces, start up screen, the preferences, and the audio panel, and it 
went over very well and made a big impact. Unfortunately the machine itself 
didn't. I was hired to do it allover again forCD'-,but I'm very disappointed 
with how that tvimed out because it was changed so drastically after 1 turned 
it in. 

AC: Did they give you any reason for changing it? 

IS: No, lhe\' never really did. I can't really think of any excuse for changing it. 
One of Ihe programmers menlioncxl that il vvas hard lo program into the 
ROMs, but 1 still have a version \vhich runs fine when bixited (rom a floppy. 
AC: You're a programmer as \\xA\ as an artist? 

IS: Yes, but [ only deal in machine language. Almost everj'thing these days is 
vvritten in C and I've ne\'er been able to learn C, 1 only speak machine 
language. Defender of the Cnnai II is written in The Director. 1 didn't ha\'e time 
lo program it in machine language so 1 worked veri,' closely vvilh Keilh Doyle 
who I wrote The Director) and got him to make a lot of changes in his 
program, and to give me sections of source cinie, so that I could make changes 
too. I'm reallv sorr,- to see that The Director is nol really being supported 
anymore. It was a heck of a good environment for game development. 



AC: How long did it take voii to reprogram Defender of the Crowt^ 11^ 
IS: It ended up taking about 2 years hut most of that was because of changes 
Commt>dore was making to the platform. The game had to be done in 5 
different languages so il could be a worldwide release. Inihally Commodore 
hired translators to translate my text but a lot o( that didn't turn out well at 
all. So I had to hire other people to redo a lol of Ihat. Tile Italian version and 
German version were the only i>nes that I was able to keep from Coninn>dore. 
1 had to redti the Spanish version and I'rench \'ersion and 1 did all the Iinglish 
version frcmi scratch- The guy I hired lo do the Iinglish version alsosptike 
French, but with an English accent. Some French people are not thrilled that 
the narration had an English accent, but the game is set in England so tliey 
jusl have lo live with it, 1 guess. 

Suddenly Commodore decided that CDTV would use the 2.0 operating 
system, so 1 had tocomplelely ri'do the game. The Director wouldn't run 
under 2.0 initially so there were a lo! of changes in The Director, in animation 
speed and things like thai. Of course, CDTV ne\'er made it to the market w ith 
2.0 chip in it. I've probably got the onU' one with 2.0 chips. Instead, they 
switched everything to CD', Now its a whole new ball game, so I had to redo 
the game, optimizing for (kS02() micropnx'essor, more available memor)' and 
several other things. Time after lime CBM kept coming back with a whole 
new groundwork tor the platform thai the game had to run on. Well, it's 
finalK' on the market and I'm pleasi'd with the way il turned out. 

1 cleaned up a lol of the screens and redid a lot of the artwork. There's 
probably about 2 months of redo in the artwork and 3 months to write all 
new music. There's 501)0 tines of code for each language, 25,000 lines all 
together. Then 1 had to convert all the title screens to other languages. 1 don't 
reallv like doing conversions. It's not as enjoyable as original work. 
AC: Speaking of original works, vou're starting to work on 20,000 Leagues 
under the Sea again? 

/S; I'm 90';;i sure it will go through this time. Marc Teran, the new head of 
Disney software, seems to have svime real vision. There are still manv parts of 
the deal which have to be ironeil out, but the nioiKl is ven,- positive this time. 

The game will really set precedents in many areas. Its a huge game. 
1'here will be many different islands you can exphire and they're all real 
islands, the Sevchelles, for example. Th<ise islands have ver\^ distinctive riKk 
formations and vou will be able to tell which islanil you're on by this. Tills 
involves a tremendous amount of research, and it will be geographically 
correct for circa 1868. 

AC: Will vou have to spend (imedtnvn in the islands? 
IS: I wouldn't mind a couple of working vacations in Bermuda or Hawaii, 
Most of it will come from books and magazines. I have been collecting 
material for several years in anticipation of this project. 
AC: How long do V'ou think this will take? 

IS: We're shooting for the Summer of 1995 but this may slip a little. Disney 
seems very realistic about time. We'll need a good staff for this project, and 
I'm really going to have lo delegate and not try to do it all by myself. 
AC: You basicallv work out of your home, will this project affect thai. 
JS; .\'o, I ha\'e a ver\' well ei.]VLipped home office. Of course, there is a lot of 
work which has lo be done elsewhere- My friend (and sometimes partner), 
Reicharl \'on Wolfscheild of Silent Software jusl bought a new facility 
including a tremendous barn structure which is perfect for a simulated movie 
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studio, and this is just likt? makinj^ A inovie. 

AC: 1 assume von use a lot of your nrchitectural ijackground in ivh.il you do 
and you like to play witli MhIiI- Uo yini start with a white hackj^rinind, lijack 
liackj^round, or what, 

IS: If I'm drawin[;di.ir.n:lt'rsoniLiJocts that are goinj; lobL-pul inloa gamo, I 
start u'itli a noiitral backHrouml. Most people tend to draw tlicse olijecis on a 
black tiackground, but that usually si^*"^ a false sense of eotitrast. When the 
object is placed into the real scene, it often looks \'ery washed-out. So if it is 
going to be in the ocean 1 set it on a blue-green background, or if in the sky, 
light blue. Artists create a lot of prohlems by not puttmj; enough contrast into 
their art initially. They set middle values of color and no real bright whites or 
dark blacks and things just don't sinnv up. They try tocompeiis.ite for this by 
goinj; VVx\^' tcxi intense on the saturation (\i\idness| of colors, I always tell 
my students to use high contrast, but 1o\n' saturation. 

Anti-aliasing, which is snioothin;; the jagged edges so they're not 
^■isible is also very important. Many people think the artwork iji Delender of 
the Crown is hi-res, but it's all anti-aliased lo-rcs. 
/IC; Any other tips, 

IS: I like lo lay things out directly on the computer, nol on paper first. Tile 
coniputer is a great brainstorming tool, Yt^u can cut and paste atul erase 
things at will. 

In laying out a scene, light is the main thing. Picking the light source 
and sticking with it is probablv the major tip 1 could gi\"e a budding artist. 
TotJ manv don't understand where the light is coming from in a scene, i.e. 
sun or a lamp, and where the shadows should fall. For instance, using clip 
art. they'd clip out the Golden Gate Bridge and maybe put it into a picture of 
the Rhine Ris'er, Kmw the imagi' of Ihe bridge has a liglit source coming from 
one direction and the river scene has the light coming from another tlirection, 
and it doesn't look realistic. It they would just flip the bridge mer, the light 
.sources would match and if would look realistic. It's such a simple thing, but 
can make an enormous difference- Keeping track of where the light should be 
coming from - that would be my biggest tip for novices. 
AC: Why do some artists resist Ihe computer? 

/S: Some very acctmiplished artists ha\'e trouble making the transitition, ha\'e 
trouble with the mouse, have trouble visualizing an image as tight instead of 
dark. The\' view things as colors thev've applied to a white paper instead of a 
black canvas that you're painting on with points of light. I'eople experienced 
with photography seem to have an easier time making the transition. They 
are used to thinking in terms of light. 
AC: Your form of art lends itself \'ery i^'ell to Brilliance. 
IS: Absolulely, 1 find it very hard lo go back to Deluxel'ainI, I'm very spoiled 
with Urilliance and its unlimitetl undos. I'll immediately slarl in drawing 
something without thinking, 'Should I be saving right nmv?' In Deluxel'aint 
vou tMilv have one level of uni,lo and I'm constantK" being bitten by that now. 
AC: Y'ou have a wide vision of what is going on in the marketplace, \vhat do 
you see in the direction of software? 

IS: More games like the 7th Guest, Uill Gates called that one the futtire of 
interactive multimedia, so it's getting a lot of notice. I'm going in that same 
direction with 20,000 Leagues, but w ith even more depth and realism. I want 
yi>u to really feel as if your uruler water - you'll sec it. hear it, feel it. 

People secn^ to be w*)rried about \'irtual realitv, that you won't want to 
leave vour home pretty soon, that there won't be a life outside of computer 
games. 1 have just Ihe opposite view. These games open up new experiences 
which make you thirslv for more knowledge of that siilijecl. I'eople are 
always afraid of new technology, but each slick, high-tech invention creates 
even more demand for it's ivpposite - rough, cobby, handhe\\'n. Do people 
wear dirt-free Teflon jumpsuits? No, they wear the same thing they wore 150 



Commodore has jttst 
released Delender Of 
The Crown IHot CD". 
Jim Sachs created new 
scenes such as the 
Finalfe view (above) 
and updated old 
favorites like Ihe 
courtyard (right) with its 
brilliant use of light and 
shadow. 



years ago, faded blue jeans, 

Petiple fell computer art would replace traditional artists. Not true, it 
just gave the artist an extension of the tools available. Computers w'lH never 
replace realil\', thev will make you want to experience Ihe fresh air or see a 
real babbling brook that is not computer generated. Virtual Reality can be n 
valuable tool in ilesigning buildings, practicing surgery etc. But it will never 
replace reality. 

AC: So ^^■e'Il K' a lot more creati\'e iri Ihe future. 

IS: 1 think so. Computers open up this creativity to the common man. Soon, 
\'Ou'll sit down with your S2,000 home computer and create something like 
the movie Truir. I>o all the music and graphics without hiring actors or 
renting a studio, right in \'our own home, and open up all sorts of opportuni- 
ties for creativit\' to people who used to wmV. at MacDonald's with no hope 
of breaking into the entertainment field. 

AC: With Ihe multimedia explosion what dix's Commodore have to do to be 
a part of that. Is CD'' the answer? 

IS: its an interim answer. I3ut Conmiodore has to gel people thinking about 
CD'- and the name Commodore. They've got to gel the ivord out, ADVER- 
TISE! 

AC: But the hardware is there? 

IS: The hardware is there. Its a gcKxi machine for the next 3 years. Its also a 
good TV cable bo\. It can do MPEG decoding and it can do overlays of 
graphics onto a signal. It can do anything Time Warner or Viacom would 
want from a set tt>p b(.vx. Even' existing box in the countr\" is going to have to 
be replaced in the next few years, and CD'-'s price and capabilities arc right. 
AC: Geoff Stilley ciuotes that there could be 40 million installed by the end of 
the year. Tliat's how fast it could be. I asked him what (his does to help the 
Amiga niarket. 

IS: VVeil il helps the market by hav ing the name Commodore on every kid's 
game machine. The parents think, 'If Ihis little game box can do this, imagine 
what the A40t!ll can do.' I know a lot of people in Ihe industry don't like the 
fact that it's a game machine, if it gets the name of Commodore on the lips of 
kids, the parents notice. Tliat's how Apple did it — all the kids see the 
machines in schm^l and go home and tell their parents to buy one. .Apple 
blitzed the educational market. 

AC: Isn't CD - whate\er you put into it? I mean its a game machine, if thai is 
all vou plav tni it, but if other software is created it could do other things. 
jS: Oh yes, it's a powerful machine, and will be expandable with keyboards, 
disk drives, etc. If enough units are sold, then I'm sure manufacturers will 
come up with external \'ersion5 of Retina boards, digili/ers, networking 
systems, etc, 11 \i'onld be nice if Commodore could come up with some seed 
money lo gel both hardware and software projects started, and also reallj' 
advertise Ihe machine, but 1 don't see any sign of this yet. I think some drastic 
changes in Ihe compatty's philosophy are needed, and very quickly. 

•AC* 
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Desktop Publishinf 

With Special Papers and Supplies 



bi/ Dan Weiss 



I 




Looking back over the articles in this series, there is one area 
that's been touched on many times but never really looked at in 
depth, using specialty papers and supplies. This is an area that is 
of great interest to fledgling and cost conscious publishers. By 
using preprinted color papers, you are able to achieve stunning 
results vvdthout incurring the cost associated with color printing. 
Even for those with the budgets and inclinations for color print- 
ing, it is still impractical for short runs. 




Paper Direct offers a 
wide variety of 
specialty papers for 
desktop publisl-iing. 
Tfieir sample kit 
features material from 
all of their paper lines. 
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0\'er tlie past ic-w years, a new mai^kct lias developed for high 
quaHl\' preprinted paper. Catalogs from I'aper Direct, Queblo, and 
Benvcr Prints cross my desk on a regular basis touting new designs 
and supplies. I notice that "seasoned" desktop publishers tend to 
brush these off as aniateurish, but they're not. More and more I 
receive direct mail, invitations, and everyday letters on these 
papers and they stand out as quality pieces. 

Standing out is what publishing is about. If your piece is just 
going to be ignoreci, then why print it? You and your customer 
want results from vuiir work. Using the special papers, and other 
supplies, offered in these catalogs, can improve your image and 
your customer's. This month we will IcKik at some sm.rll projects 
that work well with specialty papers. 

Business cards that are remembered 

the first project is the all important business card. Let's face it, 
black type on a white card inakes for the most boring, and 
forgettable, business card imaginable. In this day and age, your 
business card sells you. If it looks good, vou look good. The 
problem is that color printing of business cards is not cheap by any 
means, Here is the first place that preprinted paper can come to 
your rescue. 

Paper Direct of Lyndhurst, NJ offers 23 styles of business 
cards, including the awful pure white version discussed above. 
Each of the designs can be coordinated with other supplies Paper 
Direct offers to create a complete company image. The business 
cards come in sheets of fen (two across by five down) and are 
micro-perforated to break apart without looking like thev were 
torii. A box of paper \A'ill yield 500 cards and cost tu'enty dollars. 



Ninv that voli know what paper- you can offer, what services 
can you offer? Fonts are verv important. You should create sample 
sheets of all your fonts so that you can present them to the 
customer. Make a point of the wide range of fonts you offer at no 
extra charge. Tr)' to get some logo clip art, Many business cards 
feature standard logos for different types of businesses like 
wrenches, hard hats, books, or computer disks. Most of this stuff is 
preltv boring, but some custonrers like it. 

If \'ou oivn a scanner, e\-en a hand scanner, or know a friend 
that docs, offer the service of including existing company logos on 
the cards. Try to get as big a copy of the logo as possible to start. If 
they only have a small version, use a photocopier to blow it up and 
then trace it to make a clean crisp \'ersion. I'akc the clean version, 
scan it at a low resolution, and print it small. Printing a 72 dpi scan 
at 300 dpi will generate surprisingly good results. Don't try to scan 
a large logo at 300 dpi and further reduce it. This just creates a big 
scan and doesn't gain you anything. Adding custom logos is a good 
way to cam an extra fee. 

A .special trick you can offer cheaply, is to customize the cards, 
.Normally every card in a run of fii.'e hundred must be the same. But 
since you are printing the cards in sheets of ten, vou could easih' 
run 10 different designs (one for each card). If the company is small 
you could offer sonic of the cards with different names. Don't offer 
to make runs of less than 500 cards total as there is no room for 
profit. However, combining runs in blocks of 50 cards to total 500 
cards is no problem. Each card on the sheet could be completely 
different for all you care. 

Another trick is to give each card a different serial number. 
Combine this with a small register (like ycui have in a check book) 
that vou print separately and the customer can record the name and 



I notice that "seasoned" desktop publishers tend to brush these off 

as amateurish, but they're not, 

More and more I receive direct mail, invitations, and everyday letters on 

these papers, and they stand out as quality pieces, 



Tliis is not cost competiti\'e with cheap one color printed 
bLisiness cards. Prices ior plain cards are around SIS - 520 for 500. 
Remember you have to make some money on this or there is no 
point in being in business. To make mone\' you need to offer nicer 
cards with more features. Bv using preprinted papers, adding logos 
and clip art, and offering a wide range of designs and fonts, you 
can charge higher prices. In the St. Louis area, high quality cards 
can run as much as $60 -S70 for 500 cards which shows there is a 
market. 

To help out, I suggest ordering the sample paper kit from 
Paper Direct. This kit contains a sample of every kind of paper that 
they sell. Use this kit as your sales tool. When you visit a client, 
show them samples of the paper that you will be using. After the 
client selects a paper, you can ha\'e a box of it at your door the next 
day. There is no need to keep anything in stock except for the 
selector kit. If you have a bit of extra money, 1 suggest that you 
order two kits. Keep the first for showing the paper plain. Use the 
second set to create sample jobs that shoiv the paper and your work 
in action. 



phone number of the prospect ivho received the card. Tlie serial 
number then becomes a customer number and your client 
immediately sets up an extra link with the person receiving the 
card, 

A final trick is to tiu-ii the bvisiness cards into magnets, Por SIO 
you can get a pack of 25 business card sixe magnets with adhesi\'e 
backings. While wc in the computer business shy away from 
magnets, they are a great way to keep your name in front of a 
customer. Similar magnets from a company that will imprint (put 
your name on) anything are only slightly more expensive, but 
require 500 unit minimum order. You can get a box of the magnets 
and give each customer a free magnetic version of their card. More 
than likely they will be back wanting more of their cards turned 
into magnets. 

Give credit where credit is due 

E\■er^'da^' people do things that deserve honoring. They 
graduate from training programs, meet goals, surpass previous 
records, and put in years of ser\'icc. Gi\'ing a certificate is the best 
way to recogni2e these achievements. Queblo of Hagersto^vn, MD 
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offers an impressive line of desktop publishing-ready certificates 

and awards. To go along with the certificates they offer holders, 
frames, and plaques for the certificates. With these, you can turn a 
simple certificate into an award that truly stands out. As with the 
business card paper, all of these supplies are available overnight if 
your customer is in a hurr)'. 

A trick to make a certificate more impressive is lo emboss it 
with the corporate seal. All corporations have a corporate seal, 
Queblo sells strips of gold foil seals. Ask the client to use their 
corporate seal to emboss as many seals as needed. Then applv them 
to the certificates. It is important to emboss the seals first or you are 
very limited as to where the seal can be placed because most 
corporate stampers only reach about a half inch further than what 
they are sealing. Paper Direct sells ribbons that can be placed under 
the seal to give an even more exciting look to the document. 

In a desktop publishing class I used to teach, 1 awarded each 
student a personalized certificate of completion. To many this was 
not only a good example of desktop publishing in action, but also a 
special memento of the course. Even for small things like marking 
the first vear of an employee's ser\-ice can be made special by an 
aivard. 

When laying out the certificate, be sure that you do not print 
over any of the printing already on the certificate. Also be sure to 
have the name of the person in the most prominent position with 
the largest or nearly largest font on the page. The organization 
giving the award and the reason for the a^vard come next in order 
of importance. From there shift down to a much smaller font for the 
details. Remember who and why are the two most important things 
on an award. 

Something that is popular on certificates is to place the name 
of the award on a gentle arc at the top of the document. This is easy 
to do with Art Expression or Professional Draw. Under the arc you 
can have the persons name or perhaps a piece of clip art associated 
with the award. For a gaming tournament featuring railroad- 
oriented games, 1 created awards on a parchment like paper. The 
name of the tournament was on an arc along the top of the 
certificate and a stj'lized picture of a diesel locomotive was featured 
underneath. The awards really stood out at the tournament. 

Get the picture and look professional 

Most preprinted papers offer abstract or natural designs. This 
is great for business cards and stationery, but lacks impact for some 
direct mail brochures. Now Bea\'er Prints of Bellv^■ood, PA offers 
papers with full color professional photographs. It is amazing how 
professional these papers can make your work look. Part of this is 
due to the fact that the cost associated with using professional 
photographs is very high. Beaver Prints has taken on these cost so 
you don't ha\'e to. They are in the process of revamping and 
improving their line right now so I could not get a photograph of 
what they have, but I would recommend looking into what they 
offer. 

What would you use them for anyway? To focus in on what 
your customer does. A photograph of a nurse taking a pulse 
immediately grabs the attention of the reader and communicates 
the message of professional medical care. A piece of black and 
white clip art can not have this level of impact. Similar quality 
images of people at work, real estate signs, and nature scenes are 
also available. Don't use paper like this when all you are trying to 
do is advertise a sidewalk sale (unless it is in a very exclusive 
shopping center). E\'en though the costs for the papers with photos 
is about the same as other papers, they will look out of place in 
many environments. 



Some good places to use them are for real estate companies, 
professional services, seminars, professional societies, charities, and 
special functions for limited audiences. Many of these projects 
would not require the use of an entire box of paper, but be sure to 
charge the customer for the full box. 1 suggest this for tivo reasons; 
1 ) So you are not stuck wish the cost of the paper and 2) Since the 
paper presents a quality image, your customer will expect a higher 
price. 

Complete setups 

Something new lo the lines of all the companies are complete 
business stationary kits. In these kits are brochures, letterhead, 
envelopes, business cards, mniling labels, post cards, and more all 
with the same design. It is a good package to get a company off the 
ground with a professional image. An example set from Paper 
Direct has over 600 pieces and sells for SI 00. You can offer to 
customize it and offer the complete set for S200. This makes a tidy 
profit and is a steal when the customer sees all that they are getting. 
Since the designs are part of the normal lines of paper you can get 
extra supplies for the client ivhen they need them. 

Bringing it all home 

Throughout the article I have focused on three companies, 
here are their names, and how to get in touch \\'ith them : 



Paper Direct 

1-800-A-PAPERS 

205 Chubb Ave. 

Lyndhurst, NJ 07071 

Inquiry #228 

Queblo 

1-800-523-9080 

1000 Florida Ave. 

Hagerstown, MD 21741 

Inquiry #229 

Beaver Prints 

1-800-9BEAVER 

Main Street 

Bellwood, PA 16617 

Inquiry #230 

Call one or all of them and ask for free catalogs. These arc the 
power tools for desktop publishing in today's world. In the 
meantime keep in touch through this magazine or via internet at 
danw@slpc.com. 

*AC« 
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Dan Weiss 
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Great Amiga 24-bit 
Helpware 

A closer look at Pegger 8( Magic Lantern 

R. Stiamms Mortier 



liVL-N GKIIAT AMKIA CHI: ATIVI-H' SOFTWAKE needs j Criund now and tlu'n, nnd tliero iiro two 
recent products thai serve this purpose vvell. Each program addresses the Amiga's 24-bit realm 
quite adequately in its own way. 

Pegger: The Amiga Automatic Image Compressor 

You would think by this stage in the game the JPEG image compression standard would be 
automnticnlly added to all of the top Amiga 24-bit software packages, but sadly this is not the case. 
Jusl look at the softtvare that knows nothing about JPEG: Montagt; DPaiiil, LightWuuf 3D, Brilliance, 
Final IVrilcr, Pn^L'Streimi — and the list goes on. Of course, many Amiga users are satisfied using {or 
ha\'e become accustomed to using) ADPw, InmgfFX, or ItiiagfMasicr to translate sa\'ed files into the 
JPEG forniat after they have been saved as a 24-bit file. All of these packages do this quite well, but 
it is an extra chore and it causes extra writes to your hard disk, something many users do not 
appreciate. Wouldn't it be nice to have a utility that automaticnlly saved JPHGs every time you 
saved a 24-bit file, and one that could read them back when you loaded the file again? Well, there 
is a product that fits this description to a tee; Pegger from Heifner communications. 

Before I describe Pogger's operation, it is best to caution you a bit about the use of JPEG 
compression. JPEG is a "lossy" compression methoci, meaning that it makes some accurate 
guesses, but guesses nevertheless, concerning the pixels that make up your 24-bit graphic. JPEG 
decides on what information in a picture is either redundant or unnecessary for the picture to be 
perceived by the human eye, and then stores the "needed" info in a file. When it is read back, some 
of the original information will he missing which is apparent if \'ou look at the before and after 
under a magnifying glass. At small JPEG compressions (settings of 80% to 100%) you will not be 
able to distinguish the picture from its original, except that it will take up less room on your hard 
drive (normally from 35"/ii to 50% of the original 24-bit picture at the aforementioned compression 
numbers). If you recompress the picture ho\ve\'er, especially if vou do tiiis o\'er and over again, 
you will create a graphic closer and closer to a meaningless blob. The rule in using JPEG compres- 
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skill routines is never recompress a JPEG graphic. If you keep this 

in mind, you will use l'osg>-'r i" 'i hnppy, lieallhy w.iy. 

Another rule thnt 1 personally follow, is to ne\'er compress an 
innage below the 100"n setting. This saves me disk space, and also 
assures me that I will hax-e the int.icl graphic as close to its original 
form as possible on file. 1 have a suspicion of mechanical processes 
that effect my artwork, but at the lOffCo setting ! get to have my cake 
and compress it too. 

The Pegger manual lists a selection of compression sizes as 
compared to an original image of S,l(i2,'!.'i bytes. At the lOO".. setting 
the image suffers no discernible loss and has file si/e reduced to 
21)7,447 bytes. That amounts to over a 75"n reduction. As a 
comparison, a setting of W'n (which is a safe range for image 
quality) gets you an image file only y"o of the original 24-bit data. 
lY'gger allows you to compress 24-bit, FrameStore, HAMS, and 
IXTTV images. Pegger requires an Amiga with WB 2.0 or later, a 
hard drive, and at least 2MI3 of RAM, 1 tested Pegger on an A-2.S00, 
an .-\-3000T and an A-40t)0 in all of these formats, and upon 
reinvestigation of the images (at the l(X1".i setting) could discern no 
difference in quality. There are known problems with Pegger when 
it comes to the PI'S Personal Animation Recorder, DPainI loaded-in 
24-bit files, and Ti'it^lcrjuiiiil RGBs. 

How it Works 

Everi" time you boot Pegger, a neat little animated introduc- 
tion pops up three separate icons on vour screen: CJPEC, DJPEG, 
and SNOOP. "C" is the compressor , "D" the decompressor, and 
SNOOP remains act!\'e allowing both compression and decompres- 
sion when your software loads/sa\'es the necessary images. CJPEG 
and DJPEG are used to compress/decompress files already stored, 
while SNOOP (the module ^'ou■|l probably use the most) remains 
active lo sniff out files as they are being loaded /sa\'ed from your 
other software, as long as you indicate llie directory path thai 
Pegger "watches". (See Figure 1 for a look at the Pegger SNOOP 
interface). 

Four Pegger Experiments: 

1. i created a 24-bit image with OpalVision C274,8fi4 bytes). 
This was compressed to JPEG from OpalVision (84,181 bytes). Then 
it was compressed with Pegger (78,840 bvtes). Both JPECs were 
identical in quality, but the Pegger file was o\er 6000 bytes smaller. 

2. This was a complex test. I started my ENLAN-DFS system 
and L.AN'd two Amigas together. 1 dumped a Toaster Framostore 
copy (609,554 bytes) in the RAM of the second Amiga. Then I 
changed it to a 24-bit IFF and compressed it (.1()5,26« bytes at 100%) 
using ADPro to the RAM of Amiga #1. From there I used the Peg 
ger SNOOP routine to decompress it and read it into Final Writer. 
A flag came up lolling me the file ivas decompressing, but the file 
refused to load in Final Writer. Undaunted, 1 tried the same 
procedure by translating the FrameStore to a HAM8 first. This 
worked great! There I was with a Toaster FrameStore silting on mj' 
Final Writer screen. Then I realized (hat I had not told Pegger to 
decompress the image as an 1FF24 in the first place, and tried the 
first experiment again, with a positive result! (See Figure 2). 

3. In this third use of Pegger, I first loaded a NASA pic into 
Brilliance on Amiga #2, and saved it to the RAM of Amiga #1 with 
SN(X)P compress/decompress active . 1 loaded the JPEG com- 
pressed file to Montage on a second systein, decompressing it as it 
loaded. Evervthing worked as expected. 



4. This one was the most impressive for standard Pegger use. 1 
dumped a 24-bit OpalVision JPEGd image into 1^A_\I. Then I used 
the SNOOP function to turn on JPEG decompression. I then went to 
DPaint (16 color Hi-rcs on n non-AGA machine) and read in the 
JPEG image. After allowing DPaint to dither it fuUv, there it was in 
full glory on my DPaint Ih color screen. Now DPaint users can use 
JPEG image files! (See Figure 3). 

The Pegger manual is absolutely superior in both comprehen- 
siveness and claritv, detailing all of the Pegger attributes and the 
use of its ARexx port. Pegger also facilitates Batch processing JPEG 
images. This software addresses a much needed function on the 
Amiga, that of translating JPEGs back and forth. Until the time 
when all of the major graphics productivity packages do this on 
their own, Pegger will be able to fill a needed niche. Who knows. 
This may be the parent package of a later edition: MPegger. 

Mogic Lantern: Real time 24-bit animation playback 

Simplv put, AUgic LtiUcrn is a retargetable graphics animation 
editor. Now allow me to explain my terms, starting with 
"retargetable". Tliis term is becoming a new buzzword. 
Retargetable graphics are graphics that can be set to display on any 
one of a multitude of 24-bit boards or in the AGA mode of the latest 
Amigas. Magic Lantern, for instance, can display its animated files 
on OpalVision (8, 15, 24), Picasso (8, 16, 24), GDA. Amiga formats, 
and Retina (8, 16, 24), and there are more formats coming. Magic 
Lantern docs most of what the more expensi\'e f-lard Disk anima- 
tion editors (MovieMaker and the DPS Animation system) do at a 
fraction of the cost. Magic Lantern will plav animations directly off 
of a hard disk with the same expensive attcrnatives the big boys 
require (specific high speed controllers and hard disks) to get the 
full speed up to 30 EPS or more. Bui added to this is its ability to 
save out an animation in its special DiFF format. Then the anima- 
tion can be saved as a compressed file, targeted to any of the 
mentioned graphics alternatives, saved to disk, and sent along with 
a special DIFF player to friends and relatives! All of this for a mere 
S95.00 investment. 

Putting a DIFF File Togettier 

Magic Lantern utilizes an EDL (Editing Decision List) for its 
editing options . EDLs are not new lo most .'\miga artists and 
animators, and their use has been tested in the professional arena 
for many years. An EDL is basically a list of all of the frames in an 
animation. Usually, you have to save an animation as a series of 
single frames to get an EDL to fimction, but not in Magic Lantern. 
This software generates a list of franxes from ANIM files as well as 
from numbered single frames. Once the source EDL is dumped to 
the "Source Files" listing in Magic Lantern, you merely click on a 
source frame to have it appear in the "DIFF List" area. The DIFF 
List is n sequencing of the frames that determines their order in the 
animation. There is nothing to prevent you from choosing e\'ery nth 
frame, or reversing the direction of vour choices to create internal 
loops, or of repeating the list anv number of times. Though it'll take 
more storage space the more frames you have, the DIFF compres- 
sion routines do a good job at limiting the pain. All of the familiar 
word processing editing commands are allowed: cuL paste, delete, 
copy, and moving up or down the list. Tlie list can even be resa\-ed 
as a series of IFF files, just in case you have already purchased one 
of the more expensi\'e single framing options for later use. 
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To complete the picture, there are simple button controls 
placed at the bottom of the Magic Lantern editing screen. These 
allow you to target sound files and to select from a list of compres- 
sion and play options. The Magic Lantern manual \valks you 
through all of the necessary possibilities, suggesting that allowing 
the software to select the correct alternati\'es is probably the best 
choice in most cases. You can load and plav DIFFs right from the 
edit screen. Why would you settle for that alone though when you 
can save this stuff to disk and distribute it with the DIFF player? 

I ran Magic Lantern through its paces by creating an anima- 
tion in Aladdin 4D and saving it out as a HAMS ANIM file and as 
single frames. I then edited the list of frames in MagicL, doing 
internal looping and reverses as 1 went along. My original 40 frame 
animation (587, 128 bytes as an ANIM, and 
about 1,600,000 as 40 single frames) became 
a 92 frame animation, and 1 saved it as an 
Amiga HAMS DIFF file (1,206,164 bytes as a 
DIFF compression). 1 set the frame rate at 60 
on my A-4(X10, and clocked the animation at 
about 40 FPS, which isn't shabby. Next, I 
compiled a 40 frame DIFF animation with 
the OpalVision 8bit option (saved out at 
496,290 bytes). 1 should mention that I 
regenerated the original animation in 256 
colors, as HAMS animations translated to 8 
bits on a 24-bit board will achieve only 
strange colorations (because HAMS is really 
a 64 color palette, not a 256 color one). The 
Opal anim worked fine. 1 did not have the 
equipment at the time to test the direct hard 
disk animation capabilities of this software, 
but will do so at a later date and report the 
results. 

I will use this software extensively in 
the coming months, and expect even more 
^vondrous revisions and additions from the 
^vizards of Terra Nova Development and 
Magic Lantern. 



Pegger 

Heifner Communicalions, Inc. 

4451 1-70 Dr. NW 

Columbia, MO 65202 

(800) 445-6164 

(314)-445-0757 FAX 

Inquiry #226 

Magic Lantern 

Terra Novo Development 

P.O. BOX 2202 

Ventura, CA 93002 

Inquiry #227 
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Top: Figure 2. Here Is a Pegger FrameSlore Iranslated to HAM8 
and compressed in ADPro, then decompressed and loaded 
Into Final Writer with Pegger. 

Middle: Figure 3. Compare Ihe OpalVision 24-bit Image and 
the Pegger decompression to a DPaint 16-color dithered 
Image from within DPaint itself. 

Above: Figure 4. The simplicity of the Magic Lantern screen 
belies Its power and animation magic. 
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Amazing Computing 

is in 
to the AMIGA 



Amazing Compitli)i}if<>r the Coinniociore Amiga. AC's CLIDF.. and AC'S 

TECH prcnidi; yoii wiih llie nio.st comprchensiw coverajie ot llic 

Amiga — fox'cTagc yoii woiiitl expect TrDin the k^nyust-ruiining monthly 

Amiga piibltcation. 

The Images of Aiuaziii}i Coiiipuliii}! bring you insights into t!ie world of 

the Coinmodore Amiga. You'll find comprehensive reviews of Amiga 

[:>rodiict.s, com|ileie co\'erage of all the major Amiga trade shows, aiul 

hints, tips, anti tutorials tin a variety of Amiga subjects such as desktop 

publishing, video, programming, and hardware. You'll also find a listing 

of the latest l-red Fisii disi<s. monthly columns on using the CLI and 

working with Alie.w: ant! yoti can keep up it) date with new releases in 

"New I^roducts and Other Neat Stuff." 

AC'S GLIDE to the Cum inuc/oiv Amiga is an indispensable catalog ol all 

the hardware, software. pLibiic domain collections, ser\'ices and 

inibrmation a\-ail;ililc for the .Amiga. This amazing book, updated ever)' 

six mcjnths, lists (>\'er 3,5UO products! 

AC'S TECH for fhi' Commodore Amiga provides the Amiga user with 

\-aluable insights into the inner workings of the Amiga, hi-depth articles 

on programming and hardware enhancement are designed to help the 

user L;ain the kciowletlije he needs to t'ct the most out ot his machine. 




For subscription savings 
information, call 

I-8OO-345-336O 



Sync 
Tips 



Definitive 
How-to 



Video 



by Oran Sands 





Hi! I'd like to welcome you to a new column here at AC. It's YOUR column 
and it's where you can get the answers to your hardware/software questions 
and problems that arise when creating video graphics with your Amiga. This 
column will primarily focus on Amiga solutions for video although we'll 
certainly keep in touch with what's happening in ToasterLand as well. We will 
use products, not just review them. So when you see us cover a new piece of 
software or hardware we'll also show you what to do with it. The images we'll 
create will be real-world graphics, not fancy demos that you would never use. 



If you've watched any television at all lately (and who hasn't) you have no doubt 
noticed all the TV graphics that have some level of transparency either within themselves 
or to the video that they overlay- They're able to do this because those graphics boxes are 
32-bit systems. Tliat means 24 bits of color information and 8 bits of transparency info. In 
addition to its color information, each pixel gets assigned a level of transparencv — one of 

the possible 256 levels possible 
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ranging from fully transparent 
to fully opaque. Many of the 
fancier graphics systems can 
\'ary the transparency level 
from one side to another 
creating a "fading out" effect. 

(continued on page 71) 



The are a variety of ways to 
capture a screen image. 
Genlocks provide the best 
quality. However, a screen 
capture utility will suffice for 
quick capturing. 
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by The Bandito 



ITIicsc slnh'tiKntf and project iona pn'Si'itU'tl in 
"Roomeri" are runior$ in llw fiiirest $ense. The 
bits of iufartiiatioii are gathered by a third- fart }/ 
fourcefrom whispers inside tlie industry. At 
press time, these rumors remain unconfirmed 
and nre printed for entertainment vahtc only. 
Accordingly, the staff and associates of 
/(mjzing Computing cannot be held 
rcfponfibk for the reports made in this colnmn.l 



CES Report 

Atari did well at CES compared ti) 
3DO; of course, no one was expecting Atari 
Ui do ver)' well, so when thev came In and 
did .1 good show {and reptirted strong 
initial sales of the few units they could 
deli\-er before Christmas), the industry 
st.irted taking them more seriousty. 

3D0 was actually showing a nimilwr 
of games, but retailers were disappointed 
with the sales performance of 3DO so far. 
Some were hoping that htit new soft\\'are 
and same lower hardware prices would 
help, but many felt that Sega's new Saturn 
CD would be a 3DO-killer, L'\-en lhou>;h the 
Saturn isn't due in the USA until 19SI5. 

The Bandito's sources say that Sega 
plans to introduce the Saturn CD in Japan 
late in I'-J'-M ivith the U.S. rollout in early 
1995. That plan may change if 3DO or 
Jaguar starts showing some marketplace 
muscle later this year. Sega would be ready 
to blitz the Christmas 1994 marketplace 
with Saturn CD if they thought it necessarj' 
to avoid having their market share hijacked. 



Nintendo remains surprisingly sloth- 
like and complacent about all this new 
hardware. It's particularly strange since 
they've lost the 16-bit game machine wars 
to Sega. According to independent analysts, 
Sega now holds about 54% market sure in 
the 16-bit arena, while Nintendo is about 
45'".. And Sega solidly outsold Nintendo 
over the crucial Christmas selling season. 
So does Nintendo have a plan to recapture 
their market dominance? You couldn't tell 
from their CES booth, which seemed almost 
quiet compared to the frenzy in Sega's 
booth. All the hot ne^v games were at Sega, 
not Nintendo. Nintendo tried to generate 
.some excitement by showing some graphics 
playing on 550,000 Silicon Graphics 
machines, but mostly people were shaking 
their heads when thev heard Nintendo's 
claims that this sort of horsepower would 
be theirs for under $200 in 1995. Yeah, right. 
Tlnat'll be about the same time that Irving 
Gould decides not to accept a salary. 

Commodore's CES presence was weak 
compared to the other companies. If you 
remember. Commodore had .said they were 
going lo introduce CD^- to the U.S. market 
in a big way at this CES. Well, seems like 
the big part got lost in the budget cuts; 
Commodore ^vas not on the show floor, but 
instead was off the beaten path far away 
from its competitors like Atari and 3DO. 
Not a terribly flashy setup, either, but at 
least Ihey had a lot of CD32's that you 
could plav with. The software ^vasn't 
anything special, but then again neither is 
the Jaguar or SCX) software. All this great 
hardware and still no great software. The 



Bandito thinks these developers ought to 
spend more time and money on thinking of 
neat things to do, rather than trying to port 
old software or film some cheesy \'ideo 
sequences and slap them into the same old 
game design. None of this hardware is 
really gonna sell well until there's a few 
pieces of software that make you really 
want to have it. A pile of mediocre games 
does not equal one great game. 

CD32 PR 

Ah, the fine art of press releases. The 
Bandito has acquired the press release that 
Commodore sent out regarding its CES 
release of CD^^^ .^^d it has some real gems 
of creative PR doubletalk. First of all, 
according to the press release Commodore 
plans to limit distribution to a select group 
of "top level" software retailers initially. 
[Translation: We can't build enough CD^^'s 
to meet demand anyway, so we're going to 
pretend that this is part of our distribution 
strategy. A "top level" retailer is anyone we 
can convince to carry the product.! 
Commodore plans to expand CD^- 
distribution through a variety of channels 
(including mass merchants) through the 
summer and fall. "We will slowly build to a 
crescendo in August or September — in 
time for the holiday selling season," says 
Geoffrey Stilley, the new president of 
Commodore U.S. [Translation: We figure it 
will take that long to get production high 
enough to meet demand, and to convince 
these big retail accounts that we really can 
sell CD-'^-'s.] Editor's note: As of press time, 
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Amiiidilli) Cornpuliiie anii A^lc! Stiflware ajje proud 
Id linmiunLC ihc loiis-iivsMiitcd 

Workbench 3 Modu]ii~2 Interfacu 

Hi'iii:hiii;iik \\\\} ot'lors .ill Wurklviit'li 3 t'liticiioii'i. inLlutHiiii: 
.\(iA Support. .\KRX\. (iiid'J'iHils: insinni gadgets uml 
iliL-niiv. IIOOPSI: ohJL'il-iirifiiltd IriKiilktri, ASL: standard 
ruqLiCMcr--. IKHK Malh. II-TI'jrsv: CiS'^y IFF iscci^^i^, ajid 
KMimpIc I'ropram'j- 

Bvnit'iimarl; WH? iv ;i\:iilablL' lt«ri)Ur vpfcial intn^iiL'inr\ jifkv 
of uiil\ SI 25. \VEi2 u^cr^ t.in ujiL-ndi.' in U'H3 rnr only S25- 

Wc'rc nlffring special di^ciHinK nn ujjpiailc-t Ip JJcticliniark t'nr 
otliLT MiKJuh-2 userb. Cull ur wriic for our fm: catalog. 

AffWi'i -hill S ^■iji(f(;/?irt" (W fjf/ ArtmtiUlh Coiri>iitin^ I'rt'ilui f*. 

Armadillo Computing 

5225 Marymourll Drivi;, Auslin. 'I'cJias 7S723 

i'hiinc/Haxt 512/926-0360 Inicmci: julinger^bix.etun 

MaslL-fTiird unil \'is.t iiLTOpirii 

Turbo Pascal - Only Better 



^:« 



A Complete 
JS?: Grapkks-tor-Vldeo 
Training Course 

featuritjg 
D.CT.V." onii BRJUIAHCE~ 
from DtGITAL CREATIONS 



DCTV'- A 3-VOLUME VIDEO SERIES 

Leorn lo create drDmatic fogos ond iree hand ort; learn 
Iq oiitput 3D animations fo videotape v/ithoul single 
frame recorders; and learn to create graphics for 
Speciol Event videos using DGV's Digitizer, 
BltlLLIANCE™-A 3-VOLUME VIDEO SERIES 
Leom lo point and create graphics in the new modes 
supported by AGA Amigas; learn to create ond 
animate complex logos in less than 1 hour, and iearn to 
paint and onimote with lips and tricks used by working 
professionals, 

lACH THREE'VOLUME SEMtS IS ONLY 



1. 800-325-5399 

HORIZON WEST PRODUaiONS 



Circle 123 on ReatJer Service carid. 



AMIGA REPAIR 
SERVICES 

" 24 HOUR TURNAROUND " 

A 1 year warranty* Factory Trained Technicians 
and the lowest prices In the USA 

AaoOOCALL-^ A500CALL* 

FACTORY AUTHORIZEDSERVICE CENTER 



l-'ur A 1000 ,A3000 And Muiillurs i-all 

■ Amiga 1200 'GVPAI 230* 

Turbo MBX1200» 
Lowest Prices in the USA Call 

Gel on ous mailing list You wiH lecoive out tree news 
Idler with seivicetips and grefsl deals on hacdwaio 
and accesories . Send ua your name and addtess or 
ciieie Ihe reader service numbef 



J & C Repair 
Rl) 2 BOX 9 Rockton Pa. 15856 



Circle 165 on Reader Service card. 



A'li-. Slilhyif llu-hlf^l CBM f.v-PrcsjV/i-jil. No 
new pcrAoii /ii;s Ihrii iippointcd. 

According to Stillev, Commodore 
didn't bring out CD^- over last Cliristmiis in 
order to avoid tlie "Nintendo-Scgn-3DO 
clutter," according to Stillev. "There iire a 
lot of systems fighting for consiimors' — 
and retailers' — attention right now. By 
waiting, vs'e feel that \vc ha\'e a better 
chance tocaplure mindshare." [Translation: 
We sure wish wo ctiuld have built enough 
to sell them last Christmas. Bi.it by waiting, 
we'll have a belter chance to actually 
produce CD'2's and mavbe even ad\'ertiso 
them.] 

Commodore will be using TV ads 
recycled from European TV, where 
Commodore has been very successful with 
CD-'- so far. This will save them a nict; pile 
of change, since they won't ha\'e to redo tlie 
ads. Of course, some of the adds may seem 
a bit odd to American tastes, hiii whal (he 
heck. 

The pricing, as previously reported, 
will be S399 for CD^^ and S249 for the 
MPEG modtile that allows you to watch 
ino\'ies on CD-ROM. Commodore is 
expecting about 100 titles to be available for 
CD'- when it debuts in the US, but of 
course that number inav not be as big as 
they think. Softu'are aUv."vys comes out later 
than you expect. The Bandito doesn't mind 
waiting if it means that the software will be 
extra special because of the delay. Please, 
let's do soniething more interesting than a 
warmcd-o\er CDTV title, OK? Here's a 
radical thought; how about making use of 
those AGA chips to do more than 32 colors 
at once? C'mon, de\'eIopers, get with the 
picture. Tlie picture isn't lo-res any more... 

GVP Going PC 

The Bandito hears that one of the most 
stalwart of Amiga developers is beginning 
to turn their sights on the lucrative PC 
market. Yes, it's GVP that's getting into the 
PC market; The Randito has seen ads for 
their genlock card. The word on the 
Bandito's private information road (as 
opposed to a superhighwav) is that thev're 
planning on more PC products. Looks like 
that will be where GVP hopes to get growth 
from, since the Amiga market does not 
seem to provide enough growth to suit 
them. IToivever, GVP still has plenty of 
Amiga products in the pipeline. It remains 
to be seen how much effort they put into 
future Amiga development. Let's hope for 
the best; GVP has produced a lot of 



excellent Amiga products, ewn if they do 
insist on using nun-industrv-standard 
SIMMs. 

Amiga For Cable 

The liandito hasalrcadv reported lo 
you that Commodore is trying to cut a deal 
with Hewlett-Packard that ivould have HP 
using the /\miga cliips as the basis for a set- 
top bo\. That's the new breed of interactive 
T\' dei'ices that cable companies are hoping 
to get you lo bu\'. This mav seem like an 
odd departure for the Amiga, but it's really 
a natural expansion. What other computer 
is so well suited to the demands of TV? The 
Amiga has a natural affinity for the video 
signal, and its multitasking OS makes it 
perfect for managing 500 channels of TV 
(might need a few megabytes of extra RAM, 
but heck. RAM's cheap these days). But, 
vou cry, isn't this abandoning the general 
computer marketplace? 

Sure, you bet. Survival's the name of 
the game, and in the increasingly competi- 
tive world of home computing the Amiga is 
getting beaten up in the marketplace. CD-^2 
is one answer, and an Amiga sel-top box is 
another. Let's look at an analogous 
situation: GeoWorks for DOS. Now, 
GeoWorks is a multitasking, u'indowing 
operating system that looks a lot like 
Windows. It was written by a small group 
in Berkeley, California a number of years 
ago. At the time, the reviewers thought it 
might just conquer the world of DOS. You 
see, GeoWorks is writteji entirely in 
assembly language, so it's small, fast, and 
(unlike Winciows) in runs cjuite well even 
on an 8086 chip. It multitasks in ver)- little 
memory too (soimd like any operating 
system you know?). In every head -to-head 
test, GeoWorks beat the pants off of 
Windovs's. 

So u'here is GeoWorks nou'? It's gone 
from the fXDS market, but it's not dead. 
GeoWorks found the perfect niche for itself: 
in little palmtop computers like Casio's 
Zoomer. Those babies use old, slow CPUs 
and have very tittle RAM, so GeoWorks is 
perfect for them. Now GeoWorks has 
another lease on life, and it might e\'en 
make a comel">ack in the larger marketplace, 
too. 

So perhaps the set-top box idea just 
may be the thing that presers'es the .Amiga 
we know and lo\e, and gets a few million 
new users. We can only wail and see what 
happens now. 
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No More 1200's? 

Commodore, as you might expect 
given their recent management turmoil, is 
reviewfjng how things are done in their U.S. 
operation. A disturbing plan is being 
floated around the sales department. Seems 
that with the constraints on production 
these days, and the low margins of the 
A1200, Commodore U.S. is considering 
dropping the A1200 from the product line. 
The replacement? Yep, you guessed it: 
CD'-, Of course, that means that Commo- 
dore would probably want to ship that little 
add-on keyboard, mouse, and floppy kit 
they have up their sleeve. 

You cto have to wonder some at their 
tliinking. True, it's easier to produce one 
product type than two, but Commodore 
does make more money on the A1200 than 
on CD'- even given the A 1200's low price 
point. Reminds the Bandito of the old 
snj'ing, "Sure, we lose money on every one, 
but we make it up in \'olume!" If only we 
kiie^v when to laugh... 

So if Commodore really goes through 
with this idea, US customers might still be 
able to get A1200's from mail-order dealers 
(who would snap them up in Canada, most 
likely). But you'd be heavily encouraged to 
get a CD'- instead. This might mean better 
CD'- sales, which makes the game 
developers happy. But Amiga dealers 
might not be so pleased, since thev really 
can't compete with mass merchants when it 
comes to selling CD'2's. So their sales 
would probably go down, which doesn't 
make them happy at all. 

Makes you wonder how soon 
Commodore will be coming out with their 
long-promised CD-ROM drive for the 
A4000, which v\'ilt offer CD'2 compatibility. 
That might make the dealers a little 
happier. But the Bandito doesn't think that 
Commodore will be producing the stand- 
alone CD-ROM in vast quantities, not until 
they can really fill all their CD'2 orders. 

Hardwhere? 

With Commodore's recent focus on 
getting CD'-'s put together, there's a lot of 
Amiga hardware that's ready to go but just 
isn't getting manufactured. Among the 
boxes in waiting is the eagerly sought-after 
A4000T, the heavy-duty tower version of 
the A4000 that is the answer to the power 
Amiga user's prayer for more power. And 
don't forget the CD3--compatible CD-ROM 
drive for the A4000 that's all done and 



ready to ship, as soon as there's some room 
on the manufacturing line. At least ive don't 
have to wait for Commodore to manufac- 
ture its DSP board, since that's been sold to 
DKB. Then there's the new cost-reduced 
A4000. Oh, and just because the manufac- 
turing cost has been lowered doesn't mean 
you can necessarily expect a greatly 
reduced retail price. The Bandito hears that 
Commodore isn't contemplating any great 
price breaks. Seems like they figure [hat if 
you want to buy an Amiga now you're 
u'illing to pay a premium price. Tlie 
Bandito only hopes that they come to their 
senses at some point. A nice drop in price 
might make the summer a warm selling 
season. 

Amiga: The Next Iteration 

what's the scoop on the next genera- 
tion of Amigas? Well, just like you the 
Bandito's been hearing a lot about what the 
new machines might consist of. Seems like 
every RISC chip on the planet has been 
named as a contender for the new CPU, 
along with the Motorola 68060 chip which 
should be on its way soon. Which chip \vi!l 
get the nod? Well, the 68060 looks like the 
best bet riglit now because it would be the 
easiest chip to get AmigaDOS up and 
running. Porting the OS to any other chip 
would be a lot of u'ork, and right now you 
could spray Commodore's Software 
Engineering department with automatic 
gunfire and not have a very good chance of 
hitting an Amiga programmer. (Now, now, 
it's not nice p( you to say that Commodore 
management did exactly that. For shame.) 

Of course, the 68060 is going to be 
quite expensive when it comes out; some of 
these RISC chips will have much better 
price-performance. Lew Eggebrecht's been 
talking about including both a RISC chip 
and a 68060 in a future Amiga, thus being 
able to run Amiga software and some RISC 
software at the same time. Still unanswered, 
though, is why anyone would vvant to pay 
more for a box with such dual capability. 
And u'hat software would the RISC chip be 
running, anyway? Windoivs NT? UNIX? 
Gosh, Commodore hasn't had a whole lot 
of success in selling U.MIX boxes in the past. 
Somebody better have a chat with Uncle 
Lew about the possible markets for future 
Amigas and who is likely to buy them, and 
u'h)'. And they better talk to him pretty 
soon, too. 



The ARexx COOKBOOK 

by Merrill Callaway 

Your complete ARexx tutorial. Guaranteed tn 
make learning ARexx easy. Wth ARexx you 

can bring out the true power of your Amiga 
whether you are batch processing animations, 
doing DTP, or just about anything else! Cus- 
tomize your system and your application piD- 
giams. Isn't it about timejiou had some ARexx 
Support? 

jf The ARexx Cookbook Deluxe Set comes 
with two full disks of useful examples that you 
can study or simply plug in and go. 
jk- The ARexx Reference Disk - a supcr- 
delailed ARexx manual in Amigaguide format. 
Deluxe Set 554.90; Reference S24.95 post paid 

:4- Both for $63.95 yt SAVE $15.90! 

WHriTiSTONE 

5 1 1-A Girard SE Albuquerque, ^fM 87106 

(505)268-0678 Visa/MasteiCard accented. 
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Do you use 



Can Do 



and think it's 



Too Slow? 



Vi/oiildn t it be niCG il you COUld... 

. .eiJii your whole deck in your favorite texl edrior? 

...gbbally search/replace vanable names, olsjecis. :otJt;ines, eic? 

...create external tibraries lo re-use your commonly uaed roLilines'' 

...create rrultl- window appicalion? wilhout liavif>g to use SLib-<Jscks? 

...quiciily ftntlbring yp a scnpl for editing''' 

...not nave to wail Iot CanOo to bnng up an object, scnpt, or routine? 

...have c:version compatible mlormaiion auiomatlcall/ generated? 
Well, ycu car with CD-ADE: CarDo Atcelfifaied Dec* Ediior. 
To order a copy ot CD-ADE. send cash, check or money order for S49,95 + 
S3 00 shipping snd handJing to (unable lo aocepi Credit Cards and CO, D s|: 

Creative Logic Phone: (214)432-9824 
Attn- C DADE FAX: (21 4) 393-0007 
P.O. Box 743271 
Dallas. Texas 75374-3271 
CD-ADE recroi'Bs CanDo 1 .*. or CanDo 2.x Id work, 



Interesled m a CanDo compiler? Let us know! 
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Introducing 

Scientific 
Amigan 

A monthly newsletter for 
scientists and engineers 

Articles and software to enhance 
research, analysis, and design 
with the Amiga. Two disks with 
subscription: $39 domestic, add 
$10 for foreign delivery. 

Dept. AZ 

POB 60685 

Savannah, GA 31420-0685 

* Combined January/February Edition 
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AMIGA 
HOMEBREW UTILITIES 

■ACE HIGH" 

ASSEMaL<( LANGUAGE CODE THAT otSPLAVS Ah¥ BLOCK OF RAM U^MOHY 

SEE IT ALL-.- IN BINARY. HEX. OCT. OR DECIHU. INTEGERS, 

BYTE, WORD. OR LONG WOWO. 

RLUS.. 

THE OPTION OF DISPLAY AS TEXT WITH NONJiqiNTlNG BYTES AS SPACES 

OR IGNORED, YOUR CHOICE. 

AND UOaE,.. 

COUNT THE OCCURRENCE OF ANY BYTE OR CHARACTER W ANY SECTION OF 

flAW AND THEN F[ND THE EXACT PHYStCAL ADDRESSES OF THESE OCCUR- 
RENCES 

FOR DISPLAY OF ASSOCIATED UIHORV, LOCATE TEXT FILES BY INSCECTIOB, 

FIND ESCAPE SEQUENCES. SEE BIT PATTERNS-. -ACE HIGH" SHOWS IT. 

CALL -ACE HIGH" JUSI UKE ANY AUICADOS COMMAND. EASY TO USE. FAST. 

EFFICIENT. SMALL, DESIGNED FOR COMFORTABLE. EXTENDED RAM CRUIS- 
ING. 

DEVELOPED WITH AMIGADOS 1.3 AND GOOD THROUGH 2-Oi 

TASK SPECIFIC SOURCE CODE INCLUD€D 3i » * MX} SHIPPING 

P.O. BOX «T5 AUSTIN. TX 78765^75. CHECK OR MONEY ORDER 
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Soon is not a word vou should use to 
describe when the new Amig.is will 
actualK' be shipping. From what the 
UnnLiit<i hears, tion't expect lo see a new 
Amiga with the AAA chips until I9y5. Wh)' 
so lonj;? Well, Commodore's more limited 
resources these davs are bent on producing 
CD-^-, and perforitiing some cost reduction 
on that and the Amiga 4000. Besides which, 
it'll take some lime to finish the hardware 
for the new Amigas, and quite a \vhile to 
complete all the nevv software that's 
required. The Bandito only hopes that we 
don't sec the neiv Amiga hardware ship 
with unfinished software; this is worse than 
not shipping at all. 

Scheming For Screamer 

.\ewTek's hot rendering box for 
LightWnik'iD is aptly titled the Screamer for 
its blistering speed at generating 3D 
animation. Unfortunately, NewTek isn't 
anywhere near as fast when it comes to 
getting the product out on the market. The 
projected December release ilate has come 
and gone, and LlghtVVa\-e power users are 
beginning to emit some howls of their oi,vn. 
Tlie Bandito hasn't heard anv firm release 
dates yet, but it shoLildn't be too much 
longer. If you're interested in one of these 
boxes, you'd better start saving your 
pennies; the 59,995 price tag doesn't include 
RAM, ^^•hich you'll have to add yourself. 
How much R.A.\I7 Well, how fast do vou 



\vant to render? You might be able to get by 
with 128MB, but you might want to plan on 
256MD for real high performance. While 
RAM prices have dropped recentK', that 
still means a sizable dent in your bank 
account. 

Oh, ancf while the general public 
doesn't have access to Screamers, a few kev 
NewTek power users do. Hand-built 
prototypes have been created for the 
animation crews at Bahyhii 5 and S(ViQi(i.'s/ 
DSV, thus serving as beta-test sites as \vell 
as getting those high-profile Hollywood 
projects done in record time. How do yoii 
get on such an exclusive list? Well, if you 
ha\e to ask, then you don't have a chance. 

New Toaster Box? 

The impending release of the Screamer 

has increased speculation about NewTek's 
future plans for the Toaster. The Bandito 
has seen some data floating by on the net to 
the effect that \'eu'Tek might he consider- 
ing building the Toaster hardware itself 
into a Screamer. This would be a terrific 
amount of work, though. It would be made 
easier if .MewTek could get the right from 
Commodore to use the Amiga chip set, so 
that NevvTek could (in essence) build an 
Amiga right inside the Screamer. It's 
certainly feasible to get the rights to use the 
.Amiga chips, since Commodore is not 
a\'erse to licensing out the Amiga chips or 
e\'en selling whole boards (as they die! for 
some arcade games a number of years ago). 
Still, this would certainly raise the base 
price of Toaster hardware substantially, 
which NewTek doesn't seem interested in 
doing. 

Of course, vou might be able to put 
together a less expensive Screamer by using 
only one RISC chip in it instead of four (like 
the Screamer has), but i( would still be a 
costly box (more costly than an .Amiga 4000, 
though more powerful, to be sure). And 
then Commotiore vvould lose a powerful 
reason for people to buy the Amiga 401)0, 
which wouldn't help Commocfore any. And 
don't underestimate the amount of work 
involved with designing all this hardware 
(and then writing the software, too). 

The vvhole idea seem.s rather compli- 
cated and difficult; the Bandito's best 
interpretation is that vou shouldn't expect 
any changes in the Toaster platform any 
time soon. They have some other hardware 
project in the works that's been taking up 



most of their de.sign time, according to the 
Topeka spv nehvork. X'obodv's talking yet, 
but something new is expected this vear. 
One interesting note; Wii Wheaton, an actor 
best known for his role as Wesley Crusher 
in Star Trek; The Next Generation, has 
taken a job with NewTek as a programmer. 
The Bandito doesn't know what he's up to, 
but he's kn<nvn to be an expert on warp 
engines, which sort of fits right in with the 
Toaster's DVE's, tHon't \'ou think? 
The Bandito will just have to keep fishing 
around in the sea of Amiga data to see if 
anything bvtes. 

•AC« 



PSST! 



Do you know of any 
rumors, gossip, 

scuttlebutt, 

or just plain dirt? 

If so, become a 

professional tattletale 

and pass these 

tidbits on to: 



The Bandito 

c/o Aniaziiii^ Coinputini^ 

P.O. Box 2140 

Fall River. MA 02722-2140 
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— Sync Tips contiimcd from pctge 66 



This is cammonlv used far creating transparent backgrounds for 
titles. Check out your ne\vs programs and see u-hat I mean. It's a 
tastv effect and one \ve should try to use. So let's figure out how to 
create that same effect on our Amigas . 

Our task will be to create a name graphic for our on-screen 
talent. We'll place it in the lower third of the screen and the name 
should be opaque vs-hile the background should ha\'e some level of 
transparency- The easiest way to accomplish this is with a genlock 
thai has built-in faders, preferably the manual type such as the 
Supergen. Normally I'd suggest that the title text name be in white 
with a level of no more than 80".. (RGB- 12,32,12). This time, 
however, I'd suggest a hotter level, perhaps as much as 15,15,15. 
Now create a solid color background underneath the text, the color 
is your choice but as you'll see some will work better than others. 

Nov\' set your genlock so the graphics overlay the video signal. 
Using the faders, slowly fade the overlay out. At some point you'll 
see the backgroimd become transparent and the text v.'\\\ still he 
opaque. That's because the luminance level of the text is subsMn- 
tially higher than whatever color you choose for the background. 
This causes the background to fade out before the text, leaving you 
with the desired transparent effect. If you're fairly coordinated, you 
can fade in the title graphic to the e.'itablishcd point and then out 



again just using the faders. Of course genlocks that can't hold a fade 
at a predetermined point will keep you from using this technique. 
That's when we try our next trick. 

If you're stuck with a genlock that's all on or all off, then we 
need to try something different. Let's use our paint program to 
create our backgrounds. We'll create a panel of color with every 
other pixel missing ( it isn't actually missing but is color zero, our 
transparent color). This will let the video peek through giving us 
the look we need, You'll notice though that some colors work much 
better than others. This is often because of the \-ideo we are 
overlaying. This will take a great deal of experimentation hut it's 
rather painless. Just play with the pallctte requestor to alter the 
look. 

The real pain in this technique is creating a background with 
all tho.se holes. Depending on which paint program you are using, I 
might suggest creating a small area of "holey" color. Then grab a bit 
of it as a brush which you can then use for stamping down to speed 
up your work. In fact, if you like the effect it creates, sa\-e that brush 
for use on the next project . (Anyone that would like to write me 
with a better way of creating a "holey" background I'll pass the tips 
along.) Try dithering a range of colors to spread a hue shift across 
the screen. Make sure that color zero is the first or last color in the 
range. Try creating a full screen graphic ivith a large hole in it. 
Position the hole such that it reveals the subject. You'll end up with 
a textured/colored image in which the subject matter is untouched. 




You can use a paint program to create the backgrounds. Create a panel of color with every other pixel missing (it Isn't actually 
missing but it is color zero, our transparent color). This will let the video peek through. 
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making it stick out likecrazyl Above all expurimont! You'll be 
surprised at what you'll be able to create. 

Another technique thnt works well involves the use of a video 
SEG with internal keying capability. With the Amiga as a source on 
the switcher's inputs, use the internal key feature and fade the key 
in little by little until you have the desired look. You are doing the 
same thing the genlock trick did, but with a different piece of 
equipment. 

One last minute thought, why not make an animation that you 
overlay transparently. The animation can also feature moving boxes 
or shapes of color zero to reveal the video underneath. Gee, we 
could go on forever but that's it for this month's column! Remem- 
ber, write me with your questions or answers and fee! free to share 
your techniques. You'd be surprised at ho\v many others could 
benefit by the knowledge YOU have. 

Address your questions or comments to me c/o S\'nc Tips, 
Amazing Computing or contact me "ojsands" via lima il on Portal. 
Or ask me in person during Portal's weekly video/graphics online 



conference. 9pm CST Not only am 1 on-line but there's alu'ays a 
host of other experts available to answer your questions, many of 
them the authors of the x'ery software you're using. 



You can contact Gran Sands c/o Amazing Computing or find liim 
online on Porta! as ojsands@portal.cup.com. Join Oran in confer- 
ence on Wednesday nights at 9pm CST. 



•AC- 



Please Write to: 

Oran Sands 

c/o Amazing Computing 

P.O. Box 2140 
Fall River, MA 02722-2140 



Focusing on Productivity 

To do a proper job, you need the right tools. These Amiga products will improve your 
productivity, enhance the quality of your work, and will give you access to new resources. 
Each and every one of these product have been designed to assist 
you in every aspect of production. To find out more about 



these products, call (2 1 7) 352 006 1 or visit a dealer near you. 



34 E. Kiln Sl,.p23 - Chaiflpijgr. IL 61820 

Phone: (317) 35IJ>06I - f» : (217) 352 004] 

!t rs akjiowle^iied [hii ill trademarks are the 

prapenj o( ificir rcipective owners. 



PHOTOWORX 

Allows reading of Photo- 
CD's on Amigas"' equipped 
with a XA-compatible CD- 
ROM drive. PhotoworX 
displays all photos on 
screen on a "contact- 
sheet" and comes standard 
with powerful integrated 
image-processing tools. A 
free sample Photo-CD is 
also included. 




AMIGA LINK 

Network up to 20 
Amigas'" over a distance 
of up to 300 feet. Every 
Amiga'", from A500 and 
CDTV to A4000 can be 
used. This low cost 
network can be installed 
and configured in minutes 
Features 

• Uses external floppy drive 
port. No installation 
required. 

• 450000 Bits per second 

• Works witty WB 1.3 and 
higtier 



ADORAGE 

Whether Intended for 
presentations, info-systems 
or video-footage, there is 
no effects-generation tools 
that surpasses Adorage in 
versatility or results. 
Adorage enables dazzling 
2D and 3D transitions 
between scenes and 
images in near real time. 

Features 

• Infinite effects ttirougti 
definable parameters and 
effect combinations 

• Full AGA support including 
256 colors and HAh^-8 

• Creates Super Smooth 
Animations (SSA) or IFF 
animations 




#Om-E 




CLARISSA 

ClariSSA is essential for 
anyone creating or playing 
back animations on the 
Amiga'". The power of 
ClariSSA is that it enables the 
generation of Super Smooth 
Animations {SSA) from 
existing animations created 
with other Amiga''' programs, j 
vastJy improving playback. 

Features 

• Unlimited color palette. You I 
can tiave a different palette ' 
for each frame of the 
animation. 

i • Full AGA support including 

256 colors and HAMS 
\ • FullARexx Support 

• Mark, cut, copy and paste 
single frames or sections 

• Integrated screen grabtier 

• Convert AnimS animations to 
SSA for more natural 
playback 



Circle 126 on Reader Service card. 
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DIGITAL IMAGE SPECIAL F/X 



Using DELUXEPAINT, ADPRO and OPALPAINT/AREXX to 
Process and Enhance Images 

PART VI: Drop Shadows 



bv William Fravvlcy 



WELCOME AGAIN TO YET ANOTHER installment in this continuing digital 
special effects series. This month, for the sake of completeness in our compre- 
hensive examination of useful graphic techniques for desktop publishing and 
multimedia applications, we'll explore the proper method of creating soft-edged 
drop shadows in several of the more popular 2D paint and image processing 
programs — DeluxePaint, Art Department Professional and OpalPaint. 



Depth Perception 

[■'or most huiiTiiiis, vision is the single most important sense responsible for defining reality, and in this \'isual realm 
the perception of depth more-or-less allows us to successfully navigate about this Avidhya-produced terrain. In the 
external world, presided over by the senses, depth is perceived via binocular vision. This is the ability of our two visual 
input dc\'icos u-hich we call eyes to con\'ert electromagnetic information taken from slightly different viewing angles and 
transmit this to the brain over completely independent channels where it is (hen miracuioiisly combined and processed to 
re\'eal a three-dimensional picture of reality. Therefore, when it comes to viewing two-dimensionai planar images 
simulating three-dimensional cubic space, our central processing unit requires certain visual clues in order to simulate the 
phenomenon of depth inherent in our world. 

From my obser\'ation, artists use techniques such as manipulating color saturation for shading effects, persjjective 
draxving, and shadowing to help "fixil the eye" into believing that there is depth to the image plane when in fact there is 
only an illusion of the same. However, it appears that shadows possess characteristics of both former methods in that they 
not only constitute color information which controls lightness /darkness, but they can also be drawn in perspective. It is 
only recently that contemporary artists and illustrators working v\'ith two-dimensional media have emploj'ed \'arious 
new stereographic effects such as 
alternating shuttered lenses and 
random-dot stereograms lo 
virtually recreate the three- 
dimensional field hy wav of dual 
angle viewing, but this is a 
protracted topic for future 
discussion. 

Realistic Shadows 

Now, in order for a 2D 
shadow to be convincing, it must 
mimic the characteristics of its 3D 



Figure 1: A comparison of the troditiona! 

drop shadow used by graphic designers of 

the past and the latest diffused-edge, 

variable transparency soft shadows 

possible with today's paint and image 

processing software. This example was 

created in OpalPainI with the aid of a brush 

feathering operation. 
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New Drop Shadow 
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cousin. When computer graphic artists first started using shado\vs 
in their design work, the characteristically black, hard-edged look 
became the norm. We all know what I'm refering to, right (Figure 
1)? Weil recently, ^vith the emergence of linear transparency keving, 
or Alpha channels, designers can noiv generate shadows with the 
look and feel of their real world counterparts. Look for variable 
transparency and feathered edges as essential qualities in shadow 
realism, for in the physical world, light must succumb to the effects 
of radiosity and diffusion, the apparent laws which command 
light\vaves to reflect and scatter according to the properties of the 
matter that thev strike. 

For example, when light strikes an object, the shadow cast will 
not be completely devoid of all the light. Some light wiW inevitably 
reflect off of neighboring objects or the object itself to lessen the 
darkness of the resulting shadow. This is u'hat is known in physics, 
or more topically in ra\'-tracing parlance, as radiosity. Applying 
this principle to our work means that we should trv to achieve 
some sort of lransparenc\' to the shadows. 

Furthermore, a shadow's edge is never a solid line of 
demarcation. Instead it is diffuse, the uneven scattering of light 
because of differing surface properties, and the diffusion is 
proportional to the distance between the object casting the shadow 
and the one receiving the shadow. Therefore, in our efforts we will 
attempt to simulate diffused edges of the shadows by "feathering" 
the transparency at the edges. Some of the current software 
available, namely OpalPaint and ImageFX, have built-in featliering 



capabilities, The others, like DPaint and ADPro, do not, and will 
require alternative approaches to achieve this effect- Not yet having 
the opportimity to work with any of the other image processing 
and paint software, I cannot say exactly what capabilities these 
programs have to offer. 

DeluxePaint 

To lead off this star-studded extravaganza, we'll take a look at 
a simple method of creating drop shadows in the non-AGA version 
of DPaint, where the most important features of this software to 
achieve edge-feathering and shadow transparency w\U be the Edge- 
Outline and Translucency effect, respectively. Those of vou that 
ha\'e the AGA version should be able to follow along and achieve 
much better results with the enhanced color options available. I 
chose to use DPaint in order to give those of you without 24-bit 
display cards a rav of hope in creating effects that emulate the 
abilities of lull-color paint and image piroccssing software. So let the 
games begin. 

If you ha\en't done so already, run DPaint and load in some 
kind of textured background, preferably a hi-res interlace screen in 
Ifi colors. 1 chose a laid paper texture from the Sea la MM200 set of 
background clip art (Figure 2a). These offerings look fairly decent 
in hi-res and remarkably only consume three to five of the color 
registers out of sixteen, leaving the rest free for text and shadows 
when using it as a background for titling. 




Figure 2 (Above): With a 
background texture loaded in 
DPaint's main screen (A), the 
spore screen can be used to 
create the shadows for objects 
or text (B). Here, the KaroChisel 
and ChiselScripl ColorFonts are 
given shadows by outlining the 
Color Mode of each text brush 
with various shades of the 
background texture to simulate 
a soft edge. The Translucency is 
then activated when the 
shadow brush is stamped down 
and deactivated when the text 
brush is finally positioned over 
the shadow (C). 

Figure 3 (Left): For this piece, 
images were scanned into 
ADPro with an Epson flatbed 
scanner and converted into 
brushes within OpalPaint where 
drop shadows were then added 
to each and composited onto 
a related background motif. 
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Tlio iicxf step depends on wlicther or not \'oli wiint to use 
ColorFonts or a mono-color font, t-ither wav, voii'Il need to make 
room in tlie palette for the colors the font will use. !n the case of the 
ColorFonts, which will occupy registers 0-7, copy all the colors used 
by the background texture to the Inst eight (8-15) registers. If 
possible, arrange the colors from darkest to lightest, or vice-versa. 
As seen in Figure 2, I've Iransformed the three blue background 
colors to a spread of four in registers H-10 for reasons soon to he 
revealed. However, if the bnckgrttund texture requires most or all 
of the available registers, leave the palette alone and plan on only 
using a single-color font. From this point on, i'U explain things for 
the ColorFonl users, as the process is a bit more involved because of 
the shuffling of two different half palettes within our one working 
palette. If you are using just one color for your font, you'll bo able to 
interpret these techniques for a simpler approach. 

Next, open the Choose Font rctiuester by clicking with the 
right mouse button on the Text tool. Select one of the ColorFonts 
that came with DPaint such as KaraChisel and okay the requester. 
Select Yes when the system message asks if vou want to use the 
font's palette. Because the palette has now been altered, we'll need 
to remap the background texture to this nc\v palette configuration 
by selecting the Color menu item Remap. After a brief pause, the 
image should return to its original color scheme with its colors now 
using the new register locations. 

Now we'll need to create our text. Flip to the spare screen hv 
pressing 'j' on the kevboard. .Make sure the Text tool is acti\ated 
and type in the desired text onto the plain background. Pick up this 
text as a brush while holding the left mouse button and place in the 
spare brush slot by selecting the Brush-Spare submenu item Brush- 
>Spare (alt n). This is our text brush. Now to create our shadow 
brush, go into Brush Color Mode (F2) and select one of the darkest 



colors in the background text tire as our brush color (#11). For best 
results, u.se shades of grey ior your shadows if applving text to a 
single-color background. This dark shade will he our base shadow 
color, and the remaining light shades will serve as subsequent 
brush outlines to simulate the feathered edge effect available in 24- 
bit programs. Now simply pick the next lighter shade of the 
background colors and select the lirush-Edge submenu item 
Outline, or alpha key 'o.' Continue this process stepping through all 
increasingly lighter shades of the background colors (Figure 2b). 
You may want to "double up" on some of the lightest shades for 
better feathering. With our shadow brush complete, we're ready for 
the final stop. 

Flip back to the main screen (j) and set the "transparencv" 
level through the Effect-Translucency siibmcnu item Settings..; a 
good beginning value is 70. Switch on Trnnslucency (alt t) and 
stamp your shadow brush down. Use Undo to play with the 
Transluccncy settings in order to achieve an effective transparency 
effect for the shadow. Once satisfied, svvap the shadow brush with 
the original text brush (alt b), turn off Transluccncy, and stamp 
down the text brush o\-er the shadow but slightly offset. The more 
offset the text is to the shadow, the higher it will appear to float 
abo\'c the page. Check your results u'ith mine in Figure 2c. Not bad, 
but now let's see what 24-bit can do for a drop shadow. 

OpalPaint 

Containing all the familiar tools and features of any good 
paint and image processing program, and then some, navigating 
about OpalPaint is sheer delight. For even if you don't own the 
following software, reading through the remaining tutorials may 
gi\'e you some insight into the inner workings of using Alpha 



Listing One 



DropShadow^oprx vl.l by WllLiair Frawley 

January 1, IS^i 

Craatea a fcathiered drop shades for selected bruah. 
Shadow can cLtber be attached to selected brush oi 
placed by itself in another brush slot tor greater 
placement flexibility. 

HQTE: This co6b was inspired/adapted/expanded frani 
code originally written by Greg Hilee of 
Centaur Development and published in Amiga 
World [Aufli 11&931. 



OPTIOHS RESULTS 



Lodd rexxaiplib. library / Insuire WorkSenCh to back 



Set prefersnces & Show title 



SaveSetUp 

Panic 

AdkBool "Drop Shadow Maker vl.l - by William ?rawiey. 

\fi\ti OKAY to Continua, CAHCEL to Abort." 
IF H£SULT^O THE-H EXIT 

/• •/ 

/■ Ask Whicli Bruah to tTae 



Askinc 13 1 "Select bruah nujnber (l-3> AnlSelect CAIICEL 

i£ you don't want to lofie your brush!}" 
IF HC?^& THEN EXIT 
Bru&hMum. RESULT 



Ask to Have Attached or Seper&te Drop Shadow 



IF -SHOWrL'. 'rexxarplib. library'! THCT, 

CALL ADDLIB^ ' rexxarplib. library' . 0, -30 } 
CALL ScreenTobackl ) /* Thin will insure that Workbench 

/• screen will not pop to trout 

/• wh*n tbla Bcript ia activated. 

/* HBfrnch ifl default aig toi this 

/• Euaction. 

ADDRESS 'OpalPaint. Hexx' 



AgkflEol 'Attach Shadow Co Current Brush or in Seperate', 

'9ru3h S]Ot?\n\R OK^Attacbed CANCEL^Seperate' 



Find 9 Era? bruph BlOt ' 

/♦ PlagB ' 
/■ Checlt available bays ' 



IF RESULTED THEN DO 

Attached- J ShadowWum-O 
DO i=l TO 3 

IF i=BrushNum THEH ITERATE 
ActiveBruEh i 
Bniahaize 

PAPSE VAK RESULT Defined , 
IF De£ined="-1" THEB DO 
ShadowNum^i 
LEAVE 
END 
LaetOne^i 
END 
IF ShfldowMumsO THEN DO 
AskBool 'Theirs are no empty brush bays for the ehadowl', 

'\n\nOK^Eraae an old brush CANCELoAbort script?' 
IF RESULT^O THEN EXIT 
EIjS'E ShadcwKum^LaatOne 
END 
EMD 
ELSE Attached- 1 



/• Afl)s for Feather Amount 
/* 



AeTcProp 320 D "Enter Feather Amountt 0-330 IO"Ho Feftther)" 
IF HC=5 THEN EXIT 
F earherAiEt, s RESU LT 



Ask for Transparency Level 



AakProp Q lOO 50 -Select trauBparency level of drop ahadow.- 
IF RC-5 THEN EXIT 
TranflAmt •> RESULT 



/• Get Size Of Selected flnioh 

/* */ 

ActiveBnjsh RrushWun 

BriishSize 

PARSE VAR RESULT SHidtb SHeigbt 

/' •/ 

/* Make a new Screen 

/* */ 

CurrPage 

OrigPage^BESULT 

Page Re 3 

AddPage 64D 400 RESULT 

OpenPases 

NewPage=R£SCL1 
PicltPage iiewPage 



/■ Calculate Position in New Screen to Center the Braah 



Pa^eSize 

PARSE VAR RESULT PageHidth Paa«Height 
XPosltion=TRtn:C( (PageWidth/2)-(BWidth/2) I 
YPoBition-TBUirCt (PageHel3ht/2 J -(BHeight/2) 1 
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channels, where they are most natiibly used in video applications. 
And as we shall see shordv* linoiir transparency keying certainly 
plays a large role in creating realistic Ceathered-edge drop shadows. 
For completeness, the explanation that follows describes a drop 
shadow that is attached to the brush that spawned it, thanks to a 
special feature in OpaSraint thai allows a brush to pick up both the 
normal image on the page and any inft»rma}ion in the correspond- 
ing Alpha channel. There is also the option oi creating a brush 
contaming just the shadow, ^vhich is less convenient but more 
flexible. Ho\ve\er, we'll concentrate on the former. 

With a selected brush residing in one of the brush bays, make 
sure the handle is anchored at the top-lefl corner, using the Brush 
Manipulation requester if needed. Ntiw create a new page and 
stamp the brush down in the center noting the coordinates. Enter 
the Alpha workmode. Alpha Paint Options requester and select 
Grey Scale as the Edit Mode, Now click on the Alpha Function 
Invert to reverse the current Alpha channel to conapletely transpar- 
ent, represented b\- black. Make sure the Drawing Mode is set to 
Paint and the Color Source as Paint l\>l because we want to use 
only a singular-color, solid brush when painting in the Alpha 
channel. Therefore, affirni that the first paint pot contains the 
default color white and select it. Stamp down the brush at exactly 
the same coordinates as in the Paint channel before. This makes the 
Alpha channel completely opaque in the area of the brush in the 
Paint channel. Now set the desired transparency for stamping 
do^vn our shadow, try 70''i., change the brush handle to the lo\%'er- 
right comer, and finally feather the brush appropriately. Stamp this 
brush down slightly offset to the first one, and again note the 
coordinates. You should now see a solid white and a grey represen- 
tation of the brush on the screen. 



Return to the Paint Work Mode and in the Brush Cut Mode 
requester, enable Use Alpha so that we may pick up the informa- 
tion contained in the Alpha channel along with the regular image 
when we pick up our new brush. Using a rectangular cut, start from 
the first coordinate location and drag out the box a distance equal 
to the difference between the final coordinates noted from the 
Alpha channel operation and the original coordinates. You should 
now have a brush with an invisible shadow residing in the Alpha 
channel portion which can be seen when it is stamped onto the 
page. How easy that was! 

Unfortunately for ADPro users, creating a drop shadow is a 
tad more involved, but the resulting quality should negate this 
minor irritation. Read on and find out why. 

ADPro 

Because the more expedient brush Feathering operation used 
in OpalPaint works from the perimeter inward to alter the 
transparency of the edge of a brush, it eft'eclivelv reduces the size of 
that brush. This can be undesirable, especially when adding a 
shadow to an already thin font. The result is rather anorexic looking 
and doesn't stand out very well. 

So what's the alternative? Well, let's trv experimenting in 
ADPro and find out. Incidentally, we could just as easily accom- 
plish this next technique in OpalPaint, but I'm guessing there are 
more of you out there that have ADPro than those who own 
OpalVision. Enough said. 

For this tutorial, we will simply add a shadow to some text so 
we may easily understand the basic theory involved. The key here 
is our use of an Alpha channel to add variable transparency to the 
edge t^f the shadow and the composition process. This ivill become 
apparent as we do it. I3ut before running ADPro, vou may want to 



/» CAtt- Appropriate Function to Craate th« Siiadcw 



IP Attaehed=: ?ttE.f CALL Kak«Attacli«d 
£LSE CALL HaheSeperdte 

/ • ■• / 

/* Ileturs to Original Page 

/• * / 

PicitPasre orisPase 

I>eleteF«ge Sevpage 

IF httached-1 "HEN Olcay -Donal Pait« n«w bruah anyMhartl" 

ELSE Oka,y -D0H2! \nOrlginal brush in: "BruihHua, 

-\iiSiaflow bniflh la: "ShadowKua 
RestoreSetUp 
NoLBusy 
ESIT 



INTEHNM- FUHCTIOMS 



/• Creace Bniah w/ AtCBchad Drop Shadow 

/* */ 

KakeAccacIied: 

AcniveBrush Smshwum 

Haadle 

ColnrSouree HultiColor 

PutErueh XFosition YPositioa 

WorkHode ALPHA 

SetorawMOde 4 

2a.p 

SetDrawHode I 

ActiveBrush lrus.hMuin 

Handle D 

CoicrSource PalncPat 

ActivePot 1 

P-dCSrush IPositioa YPoeitiofl 

WorlcKode IMAGE 

/• Feather the Brush '/ 

ActiveBrusfa BruahMua 

Feather FeatberAnt 

/* Ask for poBirioa oE drop shadoir */ 

OJtay -Choose the location of your drop ahadov.' 

Handle Q 

Get Paint 

PAJLEE VAB RESULT IDropPos YDrcpPoa 

/* Maie Iti •/ 

Busy 

KDT>LHode ALPRA 

Panic 

SeiDravftode 1 
ActiveBruflh BmshHuB 
Handl« 

ColorScuTce Paint Pot 
TrassTi'pe Srmda^d. TrnnBAjnc 
Trar.B EKASLI 



ActivePot 1 

mttBrush XDropPoB YDroptoa 
Trans DISABLE 

/■ Calculate ares to contain bm»h & drop shadow */ 
Il.MiH{lPosition,XDropPoB) 
Yl=MIH(irPositicn,XDropPoa) 
22=KAiaPoflitlontBWidtJi,KDrOpFt3S-BXidtlit 
Ti^ltAI(YPaHitian*BHeight,YDr(jpPo»+BHelpfitl 
/• Cut Bc-jsh with alpha diop fh4dOw */ 
¥orhHode IHACE 
ActiveBruBh SnifrhNvic 

CutMode Korrial 1 /* Th» 1 saablaa "uae Alpha" 

RectCut XI Yl X2 Y2 
RETtJRM 



Create Seperate Shadow Brush 
V 



HayeSepeitite: 

ActiveBfJBh ShadowNu-i 
CopyBruah HrushNuni 
Featber FeatharAat 
Handle D 
KorkHode ALfKA 
SetDrawHode -1 
Zap 

SetDravMode 1 
ColorSource PaintPot 
TraiiBTvpe Standard TransAat 
Trans ENABLE 
ActivePat 1 

PutSrUflh KPOaltlon YPaaltfon 
Trans DISABLE 
WorkMode IMAGE 
AcciveBruab ShadowRuai 
CutHode Hormal 1 
i:2=XPosicion*BWidth 
Y2=YFoaition+BHeight 
RectCut XPoaition YPoaitlor. X2 Y3 
RETUILV 



Listing Two 



ScaleBnuh.oprx vl.O by Hilllaja rrawle/ 

Janvary B, lS9t 

ScAles s«l«cted brush to d«rir«d p«rcant4'ge. 
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create <i working directory Hi.it u'ill house several temporary files 

iind vcnir backgrmind iniii);t'. Iliis will keep operntions snuicUh and 
well organized. Lei's begin. 

In ADI^ro, load in a Backdrop. Select Color, l-illed, and make 
the color pure black (l),0,0). Set the dimensions according to llic size 
of the background and the text that you want to enter. For less 
confusion, you mav ivani to make the widlh and height identical to 
the background texture. Here, however, since I eventually wanted 
to create varying iielghls tor different shado\\' elements, I subdi- 
vided the process for the two different text elements shou-n in the 
accompanying figure and created separate backdrops for each, in 
this case, the dimensions are 368x240, large enough for the text that 
was chosen. Save this result tt) the directory you've created as 24 
Bit-Plane Data called Black.24. 

Next, enter the Text Visual operator and type in the text string 
using the font and si/e of voLir choice (l-igure 4A, p. 74). Center the 
text, making sure it all fits within the backdrop and leaving a little 
room around the sides for eventual blurring (Figure 4B, p.79). Set 
Blur to (-1), Emboss to Off, Mix lo 100, Tint and Saturation to 0, and 
the RGB color values to the color of your choice. Flit Accept to 
render the text, and then Exit. Save this 24 Bit-Plane Data as Text.24, 

VVeTl nou' transform this image to be used as an Alpha 
channel for making the shadow. Since Alpha channels must be 8 
Bit-Piancs, select (he Color_To_Cray operator and accept. Remem- 
ber, in ADPro's linear keying process, black is transparent and 
white is opaque, just the opposite of OpalPaint. The text portion of 
the image should now be some kind of medium grev, depending on 
the original color you chose. The value t)f this gres' will determine 
how tran.sparcnt the shadoiv is when the Black.24 tile is composited 
'through' the Alpha channel onto the background. A lighter grey 



will mean a darker shado^v and \ice-versa. Cot it? If you're not 
satisfied with the shadow's transparency after the final step, it is 
here where voit need to correct the Alpha channel for better results. 

With the transparency problem solved, as a final step 
regarding this image, we must now diffuse the edges. Select the 
Ct)n\-olution operator and load iii the BlurSxS preset matrix. For 
maxinuim blur, change the Threshold from 64 to and accept. 
Using this convolution, blur the image approximately 10 times and 
save the 8 Bit-Plane Data as Alpha.S (Figure 4C, p.79). Did you 
notice thai the blurring process worked on both sides of the text 
edge, keeping the bulk of the image intact? This is the advantage 
that this technique has over feathering in OpalPaint: a more robust, 
yet softer quality to the edges. 

This is it, the final step. Load in your background texture and 
select Comp and Alpha as the load type. When you're prompted, 
load Black,24 for the IFF file and position it in the Composite 
Control requester u'here you want the shado\v to be located and 
note the final offsets used. Okay the requester and select Alpha.S 
for the Alpha Channel file to be loaded next. Display and check 
your results (Figure 4D, p.79). Repeat the appropriate steps above if 
yoti're not satisfied with the transparency or placement of the 
shadow. Next, leave Composite on, select IFF load type and load in 
the Text.24 file. In the Composite Control requester, this time 
position the text at about the same offsets as the shadow's (Figure 
4E, p.79). Because the blur convolution tends to blur downward, it 
seems that only a small offset in the negative X direction is needed 
for proper text displacement. Finally, because our text was placed 
on a solid black backdrop, we can mask out any one color, in this 
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/*"•'***""'** •• .**......»*.**»*. 

OPTIONS RESULTS 




Listing Three 


l""i?F^feM 


f 




/* Load rejcxarpllb.libcari- / Iii«iir« MorlcB«nch CO back 
IF -SHOWI'L', ^rexxarplib. library') THEK, 










CALL XDDLX8 ( ' jrexxarpl ib . library ',0,-301 


^■■>**>k>m.k*»44#4 + »»(,,++,» + + *,,(,,,,, ..,,.,,,.,,,,,,,, 


••/ 




CALL ScraeaToBackd /• This will inBure chat WorJtbeneh 


•/ 


/■ 


*, 




/* Bcreen vill not pep to front 


'/ 


/* Scal«fa9t-»Scre*a.oprx: tLO by Hillion Pratrley 


*/ 




/■ vit«ti tbiB Bcript li activat«<). 


'/ 


/' 


•/ 




/' WEench 1» d#fault arg for this 
/• (unction H 
/• */ 




/• Januari' B, 199* 






/» Show Title 


•/ 


/■ Scal«f ovQraized page to vithin D&ximuiiL OpalPaint 


•/ 








/' Screen alze ■{736x*76J wbile taaintalnino proper 
/* aspect ratio. 






ADDRESS 'DpalPaint.aeiex' 






AaKEool -'ScaleBmsh vI.O - hy wllllani Prawley, 




/* 


*/ 




\n\n OKAT to Cnntlnue, CANCEL to Abort" 


•/ 








IF RESULTcO THEN EXIT 


DPTIONS RESULTS 




/* Aak which Brush to Uaa 


Aiklnt 1 J I -Select brush iuiab«i' (I'J)." 


/• Load rexKarpi lb, library / Inaure WorltBench to back 


IF BC-5 THEH EXIT 


' 








BruHhNum^ RESULT 

f V 

/■ AsJt Percentage 

/• •/ 


IF -seOHCL'.'rexxarplib.libraiy'l then. 


•' 


CALL ADDL:a!'re!D(arpllb. library". a, -301 
::all ScreenToBaeko /• Tbis will insure that MorJibench 


■/ 




AjkPrcp -IDO SO 'PerGMCase to Scale? 




/* screen will not pop to front 


•/ 




\n\nBx: 50.50\{Halve} iOO-JOOSlBouble) ' 




/* when this script is actlvatetl. 


•/ 




I? KC-5 THEN EXIT 
PcECent»RESULT 




/* WBench ia default ara for ttiit 
/* function. 






/' Scale Erueh 


/* = ./ 

ActiveBruah BruBhNun /* Activate choser. Brueh slot 


f Show Title 


RescaleMethod SHOOTHl 




f>^ V 






Rescale Percent Percent 


•/ 


U}DRESS 'Opali-alat Rcxx' 

ukBoal "Sc#leP«ffe->Screen vl.O - by Hilliaa Fravley. 






/• Shmr Nev Size acd Exit 


BrushSize 




\a\a OKAY to Continue, CANCEL to AborC 






PARS2 VAH RESULT W H 




r RESULT-O THEN EXIT 






Striag-'Finlatied! Slie of new bruih ia -HNII" by-ltB 










Okay Spring 




'_ */ 






EXIT 




'* Find Fage Size ajid Resoltition 

• -/ 

laaeSize /• Get p*po dlmonaiona 


•/ 








*/ 








'ARSE VAH RESULT W H 










soeRes /' Get page r^aolution 


■/ 








as-SESULT 




->- 
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case the black, by entering (0,0,0) in the RGB gadgets, respectively. 
Okay the requester and check your results. Hopefully, you'll be as 
pleased as I was, especiallv if vou have a 24-bit display. 

So, to summarize the steps: 

1. Load in a BackDrop, Color-Filled Bl.ick (0,0,0). Save as 
Black.24. 

2. Add text via the Text Visual operator. Save as Tcxt.24. 

3. Execute CoIor^To^Gray operator. Execute Blur approx. 10 
times. Save as Alpha.8. 

4. Load in Background image. Turn on Composilc. 

5. Load in Alpha. Select IFF image Black.24, position and select 
Alpha image Alpha. 8. 

6. Load in IFF image Text.24. In Comp Ctrl, position over 
shadow and mask out black. 

The ARexx Scripts 

1 he ARe\x scripts this month are solely for OpalPaint. Because 
ADPro has no brush or WYSIWYG display capabilities for text 
placement in an ARexx situation, creating an ARexx script to 
automate the aforementioned process for ADPro would have been 
incomplete at best, requiring a fair amount of manual input from 
the user. Therefore, I've included a few Opall'aint utility scripts to 
expedite your working environment, especially in eases of creating 
drop shadows. 

For example, ScaleBrush.oprx compliments the Cut-Out Brush 
Manipulation Menu's variable Resize tool by offering a more 
precise method of scaling your brush with actual percent values 
«'hile retaining the proper aspect ratio in the proce.ss, an operation 



that is a little difficult to do manually. Try adapting this code for 
use with the Rotate command as well. 

Next, ScaleScreen.oprx will scale downward the current page, 
if any of its dimensions arc larger than the maximum OpalPaint 
screen size of 736x476, while maintaining the proper aspect ratio. 
This can be helpful when working with super-bitmaps as the Screen 
Size gadget in the Page Setup menu will only scale or crop the 
image to match the desired .screen dimensions, destroving the 
aspect ratio in doing so. 

Screcn->Brush.oprx simply converts the current page into a 
brush. However, the page must be smaller than or equal to the 
screen dimensions, and if it isn't, the user is asked permission to 
scale said page using the same algorithm as in ScaleScreen.oprx. As 
you can see, some of this utility code is identical, so copv one and 
clone it to finish the others and save some time. 

Finally, DropShadow.oprx automates the entire process 
described above in the tutorial for OpalPaint, with one addition. 
I've added the option of allowing vou to save the shadow as a 
separate entity in a different brush slot horn that of the original 
brush for increased flexibility. You mav run into a situation where 
you need multiple shadows or placements for one brush, and this 
way your .shado\^• won't be confined to vour brush. Also, please 
note that most of the main ctxle was adapted from code originally 
written by Greg NUes of Centaur De\elopnient. Thanks Greg. 

Moreover, if you're into programming with ARexx, vou 
undoubtedly have had to debug your creations at least once (sigh). 
If vou ha\'en't done so already, here's a hint to effectively reduce 
debug time. First, in your code under the line "options results" or 
immediately after the opening comment line, enter "trace results." 
This will enable all clauses, evaluated expressions, and values 



/* scale Page If Laxoor Than Scr**fl 

/■ •/ 

IF w>736 I H>476 THZS DO 

CALL Scale?age 

/♦ show New size and Ealt */ 

StTinfl--Fini«hedl Six* o( page !■ now -IIWII- by "IIH 

□kay String 

EHO 
ELSE Otay 'Sorry. Page la already Bmaller than flcrean.' 



ZXZ' 



IHTEEJJAL FUHCTIOHS 



Scale Page To max Screen Sixe |736]l47ei Khile 
Halntaing Aspect Ratio. 



licaleFd^fi: 

IF W>736 & H>476 THHi W 

HewHeight=THUKCn3e*lH/w) ) /• rind which diMnBlOQ 

KewWidth-TFUHC(*7fi' (H/KH /• Cite within ecreen. 

IF NawHelght>47« THEK Perc9nt*476/H 
ELSE Percento73S/M 



IF W>7a6 L H*-176 THEN Percent. 716/11 

IP W£-73« ( B>47« THEN Percent-476/H 

ELSE NOP 

H-TRUNC (Percent 'W) 

H»TRUHC (Percent's) 

fageSize V k Pea 1 



How page dicieneiona */ 
/• Scale. I Crop.O •/ 



RBTUKH 
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Listing Four 



Screen->Bruih.oprx vl.O by HUliam Frawlvy 

J«nu*ry 8, 199* 

Tranifonu screen Inage into brusb. 



OMTIONS RESULTS 



Lodd cexjiAxplib. library / Insuze HorkBench to back 



IF -SHOWit'L'j 'nejaarpUb. library' ) THEM, 

CALL ADDLIBI 'rexxarpllb. library ' ,0,-30] 



CALL S?re>eQTpBac)c{ I 



/* ThiB Kill Inaure thac Wor>Li)ench 
/• ■ereeij will not pop to front 
/■ when thia acfipl is activated. 
/* WBanch ll default arg for this 
/• function. 



ADDRESS 'Opal Pain t_ilexx' 

AflkBool ''Screen->Bj-uah vl.O - by William Frawley. 
\n\n OKAY to Continue, cwicmi. ttt Abort.' 
ir RESULT* & THEN EIIT 



Ask Hhicti BruBh to Ui« 



Alklflt 1 3 1 -Select bniih nunber 1 1-3) .\n(S«lect CAKCEL 

it you don't want to lose your bruah!)" 
IF RC^5 THEM EXIT 
Bni B bmiffl-SESULT 



Flad fsge Siie and Raiolatlon 



/* Gez page cJlpeosiona 



assigned to variables tci be displayed .is output. Then, redirect this 
output stream, which would normally bo sent to a console, to a file 
by running the ARexx script from a console as such: 

run rx >IE'ath/Filenuifi.txc] [Scriptnajae.rxl 

where "FilennniG.txt" is the redirected output ASCII file which you 
can study later for mistakes in your code and "Scriptname.rx" is 
your ARexx script that you want to debug. Examination of the trace 
output file will then help you find where your problem occurred 
and what to correct if needed. Once your code is perfected, simply 
remove the "trace results" line and resave. If all other programming 
languages were as facile... 

Conclusion 

If you own ImageMaster or ImageFX, simply translate ihe 
concepts presented here to work with these particular programs. 
Because ImageFX employs a helpful WYSIWYG display interface 
and has a complete set of painting tools and regionalized process- 
ing, achieving similar results through ARexx should prove as 
effective and easy as OpalPaint, without the cumbersome drawback 
of requiring a proprietary display card to view and run the 
software. 

•AC- 



Please Write to: 
William Frawley 

c/o Amazing Computing 
P.O. 80x2140 

Fail River, I^A 02722-2140 




SoH 

Shadow 



^c^< 



u 



■ B 



n 



PABSE VAB PESULT W H 




P^geRes /' 5et pafl* raiolution 


•/ 


R«i -RESULT 




/• •/ 




/• Scale Page If Larger Than Screen 


•/ 


/• •/ 




IF W>T56 1 H>476 THEH DO 




AflkBool 'Pa?B is Coo large for bnidt) cut optraclon. 




\n,\Ti3cale page {raaintflininfl aspect ratio) CO fit acraen"' 


' 


IF RESULT- THEH EXIT 




CALL ScalePage 




END 




/• '/ 




/* Cut Page as Brueh 

/» •/ 

Xcciv«BruBh BrushNup ■" Activate chom«r. Brunh alat 


*/ 


•/ 


CutHoda NORMAL /' Pick up all COlorB 


•/ 


RactCut W-1 H-1 /• C\l5 OUC rectangular ragieii tba 


•/ 


/* slsa ef our currant page 


■/ 


EXIT 




/• IKTEHNM. FUNCTIOKS 


"/ 












/* Scale Page 7o MWC Scraan Slie (736x476) while 


•/ 


/* Malncaing Aspect Ratio. 


•/ 


ScalePage: 


IP W>736 t H>476 THZN DO 




HewHeigtit-TET7KCI736"(H/Hi! /• Find which aioaflslon 


♦/ 


Hewv.'idtii-TaUNC('i7fi"iH/H|l /' £itB within scr««n. 


*/ 


IF SlewHelgnt>47§ THEII Porcent-476/H 




ELSE Percent"73S/w 




END 





t? H>73G k K04T6 TKEK 


Percent 


• Tiiiv 






IP W..736 1. H>476 THEN 


Percent 


.476/H 






ELSE MOP 










w»TKraC(Percej3t*W) 




/• Nau 


page 


dlmenaione •/ 


H»THUNC(Peiceiif H^ 










?ageSize >r H [tea 1 




/ 


* Scale.l Crop.O '1 1 


BETUiyi 











Figure 4: To add a drop shadow to text In ADPro, the Text 
Visual operator <A) Is used to add text to a solid black 
BackDrop and then saved as a temporary file called Text.24 
(B). After the text is converted to an 8-bil grayscale, it Is 
blurred 10 times then saved as a temporary Alpha channel 
for the shadow called Alpha.8 (C). Next, an image In progress 
(D) shows the resulting shadow created by compositing a 
solid black Backdrop with Ihe Alpha channel, where the 
volues of the grey portions of Ihe Alpha channel determine 
how much of the black Backdrop are keyed through it, white 
being completely tronsparent. Finally, the Composite Control 
requester Is used for final placement of the file Text.24 onto 
the background and shadows (E). Note that the color black 
(0,0,0) is masked out in the process, leaving only the blue text 
for compositing. 




Figure 5: The final result of adding soft-edged drop shadows in 
ADPro. ^ 
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1 1 Liberation 


2 3 Zool 


3 8 Oscar 


4 2 Nigel IVlcnself 


5 9 Casties li 


6 4 Robocod: James Ponds 2 


7 10 Trolls 


8 5 D/Generotion 


9 6 Arabian Nights 
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Top 10 Amiga gome Titles 


Jan Dec 


1 4 Frontier: Elite 2 


2 6 Lemmings 2— The Tribes 
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4 2 Tom Landry Football Deluxe 
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This month: 

• Defender of the Crown II 

• The Grolier Electronic 

Encyclopedia 

• Insight: Technology 

• The Guinness Disk of Records 



Defender Of The Crown II 

It is Ihc VL-ar 1192. King Richard tin." Lionhenrted has been 
captured by liis enemiL's wliile rL'turning to England from the 
Crusades. Fmir knights hn\e volunteered tt* raise the ran.scim 
required to release the King, and free England from the clutches of 
Prince John. In Defender of the Crown II, you choose to play the 
role of one of these knights. Your goal is to raise £20,000, the 
necossar\- ransom. Several a\enues are open to vou to increase your 
treasury — winning tournaments, capturing castles, conquering 
castles, skillful negotiating, etc. There are risks in all of these, and 
each knight has different skills which will determine your best 
course of action. 

At first glance, most will assume thai this game is a continua- 
tion of the original Defender of the Crown, which was relea.sed for 
both the Amiga and CDTV some years ago. However, this is not the 
case with Defender of the Crown II. This title is essentially identical 
to the original in most areas, although there have been some 
interesting changes implemented for the 
CD-''- version. Other than a slight change 
in the story line and ultimate goal, overall 
gnmeplay is basically unchanged. It 
seems that Commodore chose instead to 
improve the graphics and sound. Once 
again, as in the original. Commodore 
enlisted the talents of well known Amiga 
artist and Defender game designer Jim 
Sachs. The original graphics have been 
greatly enhanced with added detail and 
color, smoother animations, and 
additional scenes specific to the CD"'- 
version. Speed is sacrificed for these 
improved graphics, as the player often 
has to %vait for the next graphic to load. 
This minor complaint aside, this can be a 
truly entertaining game. Tlie one feature 



that really stands out is the enhanced sound added to the game. 
The narration and messages are delivered in a stately English voice, 
giving the player a true sense of actually being in medieval 
England. 

As ivith the original game, play centers around obtaining 
wealth by either conquering territories, winning a jousting match, 
or raiding the treasure of other lords. To master the game, the 
player must master key skills such as sword fighting, catapult 
operation, and jousting. Along with the skills mentioned above, the 
player must be able to think and plan on a strategic level, as 
conquest must be well thought out if victory is to be yours. On the 
whole, this game has reaped the benefits of the improx'ed graphics 
and sound making it much more enjoyable than the originals. 



As with the original game, play 

centers around obtaining wealth 

by either conquering territories, 

winning a jousting match, or 

raiding the treasure of other lords. 

To master the game, the player 

must master key skills such as 

sword fighting, catapult operation, 

and jousting. 
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The Grolier Electronic Encyclopedia 

Recognized as the industry's finest CD-ROM encyclopedia, the 
New Grolier Electronic Encyciopedia now has a brand new 
interface for the Amiga CD'-. With greatly improved search speeds 
and over 400 megabytes of data, this 21-volume encyclopedia 
comes to life with high-quality sound and graphics. Instead of 
searching through pages and pages of books, the Amiga CD'- \\-ill 
do the searching for you. Information can be accessed three 
different ways; by topic (Geography, History, etc.), by direct 
compound search, or by browsing the multimedia elements. A key 
feature of the Ciy-^ version is the inclusion of over 20IJ0 photo- 
grapfis and illustrations. Many of which are accompanied by high- 
quality sound, including excerpts from famous speeches and 
musical compositions. 

Navigation using the controller is accomplished by using the 
thumb pad to move the on screen pointer to the desired selection. 
All search functions can be controlled by the pointer. Kev words 
used for searches are entered by spelling out the ivord on the on- 
screen keyboard. If you do not wish to use the search function, )ou 
may use the topic selection option which takes the user from the 
general to the specific via lists and sub-lists. Once you have located 
the desired topic, cross-references are easily located bv clicking on 
the grey search words on screen. Some entries ha\'e accompanying 
photos and audio. For example, the entry for Dr. Martin Luther 
King, Jr. includes his photo and an excerpt from his famous "I have 
a dream..." speech. This combination of text, photos, and audio will 



Top: The New Grolier Electronic Encyclopedia now has a 
brand new Interface for ftie Amiga CD^'. 

Rigtit: Insigtit: Technology Is a must for the truly curious. If 
you have to know tiow ttiat coffee maker or aresol can 

works, Insight can help. 



be especially helpful to the young student. The only item missing 
from this otherwise excellent title is use of full motion video. This 
feature would only enhance the information already included on 
this CD, and hopefully will he included in future releases. If vou arc 
looking for an easy to use, informative reference tool, give Grolier's 
a look. 



Insigtit: Technology 

Have you ever wondered how things actually u^ork? From the 
simple ball-point pen to the mighty space shuttle — Insight: 
Technology for the Amiga CD^' will answer your questions. After 
the opening credits and introduction, the user is prompted to select 
from one of three main choices: Topics, Browse, and Index. Topics, 
as the name implies, allows the user to select from a list of 265 
available topics which arc arranged much like the table of contents 
in a book. Highlight your section, hit the red button on the 
controller and detailed information will appear. Selecting Browse 
will randomly display articles from the disc. Pressing the select 
(red) button while on article is displayed will allow you to studv it 
more fully. Index will take vou to a list of over 2000 ke\'words 
which like an index, allows for easy kvation of desired topics. Once 
a key word is selected. Insight will provide the number of articles 
that contain that key word and an option to display that list. The 
main selection screen also contains two other options: Helptour, a 
3-minute presentation on ho\v to use Insight, and credits, which 
displays the names of those who contributed to the creation of the 
program. 

Once you have selected a topic. Insight will take you to a 
detailed information screen. All detail screens for each topic are 
arranged in the same way. The left hand side of the screen displavs 
scrolling text on the topic, which can be controlled bv using on- 
screen up and down arrows. To the right are two images relating to 
the topic. The top image is a graphic representation of the topic. 
Selecting this image allows the user to gain additional information. 
Cut away drawings with labels and descriptions are often included. 
In some eases, an animation explaining the function of the topic is 
also included. Most of these animations and drawings are accompa- 
nied by a narration that provides detailed information on the visual 
image. The lower image is a photograph of an example of the topic 
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selected. B\- selecting this image, Ihe user is 
given a brief audio/visual slide-type show 
wbiich depicts x'arious examples o( the topic 
under investigation. A kev feature ol this 
program is the inclusion of select full motion 
video clips. If a film icon appears next to a 
specific topic on the main list, a short video 
clip is available bv selecting the photo image 
described above. Tliis feature rcalh- makes this 
program come alive. 

This program is a must for the tiuly 
curious. If you have to know ho\v that coffee 
maker or aerosol can works, Insight can help. 
This title seems to fit the "multimedia" 
definition better than most. Thankfully, the 
neiv drive in the CD" player allows for shorter 
access time for images, making this a \'ery 
usable program. The combination of informa- 
tive text, graphics, and photos; along with the 
full motion video and high quality audio, 
make for a valuable and entertaining reference 
tool. 



The Guinness Disc of Records, 
2nd Edition 

For those of you who are interested in 
trivia, the well known Guinness Hook of 

Records has made the transition to the CD'- format. You now have 
o\'er 6000 examples of the fastest, the highest, the first and the best, 
accompanied by hundreds of full-color photographs, illustrations, 
and sound samples that you can see and hear at the touch of a 
button. 

When )'ou start up the program, an animated leprechaun 
guide v^'ill give you a short introduction to the disc. Most people 
will want to skip over this as soon as possible. The voice pro\'ided 
for the leprechaun is unintelligible and down right annoving. Once 
past this point, you come to the .Main .Menu. This screen has twelve 
large boxes on the upper portion, and four symbols along the 
bottom. All records in this title have been split into Chapters. The 
chapters are represented by the t\veK-e draivings in the top part of 
the main menu screen. If you select a drawing on the main menu, 
you'll go to the first record in that chapter. At the bottom of the 
screen are symbols which allow you to find a specific record, sec an 
audiovisual tour, or get help. 

This is a title that begs to he explored. Jumping from topic to 
topic is easily accomplished and adds to the fun of exploration. 
While many topics contain only text, there are also numerous 
photos and sounds that accompany other topics. These soimds and 
photos bring this disc to life and adds to the overall experience- 
Access time was foimd to be acceptable .md overall quality of the 
production excellent. The disc also includes a selection of audiovi- 
sual tours of topics that contain outstanding photos and informa- 
tive narrations. If you are a trivia buff who loves to explore, this is a 
disc worth considering. 
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The AGA Chip Set and Amiga Gaming: 

CD^^^ fQ ihQ Rescue! 




by }eff]ames 



AS MANY AMIGA OWNERS KNOW, finding Amiga softu'are on the sheh'es of a 
local software store in the United States can be an arduous task. Locating Amiga hard- 
ware is even more difficult. While Apple, IBM and Compaq computers dominate the 
shelf space and advertising dollars of American computer shops and retail stores, 
Amiga products are often found only through the pages of a mail-order catalog or via 
an uncommon rarity — an Amiga dealer. 





In Europe, it's a different story. Advertisements for tlie 
Amiga and CD-'^ regularly appear in pnpiiUir European comput- 
er mag.izincs and in large newspapers, A recent print ad in 
England compared the 32-bit CCF^ to the 16-bit Sega IVlega CD 
b\' spoafing Sega UK's ad slogan "To be this good takes Sega" 
with the headline "To be this good would take Sega ages." 
Commodore UK's television advertisement portrays the CD-''- as 
the ultimate game machine, fawned over by two mad scientists 
clad in white lab coats. Commodore's stronger presence in 
Europe translates into a much higher profile for the Amiga, with 
Amiga and CD- software a common sight at most computer 
shops and large retail stores. While il may be losing shelf space 
and market share to boi'ing MS-DOS clones here in the states, the 
Amiga is definitely alive and kicking overseas. 

FORTRESS EUROPE: THE 00^2 OVERSEAS 

Commodore has always been successful at selling the Amiga 
to European consumers, and has become even more so with the 
latest addition to the Amiga family: the Amiga CD^-^. A wolf in 
sheep's clothing, the CD-'^ is essentially an Amiga 1200 computer 
— \^'ithout a keyboard or disk drive — stuffed into an unassum- 
ing Sega Genesis style case. Unlike most of its 16-bit competitors, 
the CEP^ doesn't use cartridges. A rounded bulge at the top of 
the case contains the CD-^-'s top-loading CD-ROM drive, which 
is used for games, music CDs and other compact disk formats. At 
its heart, the CD^^ beats with the power of a 32-bit 68EC020 CPU 
and the AGA chip set. (For a more detailed look at the technical 
specifications of the CD-^-, see the October 1^93 issue of Aiimziii^ 
Coiiii'utiiig, p.46.) 

.According to Jim Mackonochie of Mindscopc U.K., the CD 
made quite an impressive entrance into the U.K. computer mar- 
ket last fall. A Gallup survev of U.K. computer software sales 
taken in the last week of December re\'eals that CD''- software 
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sales for the period surpassed both Phillips CD-i and IBM com- 
patible CD-ROM formats. (See Figure 1.) 

Accoi'ding to John Smith, .National Retail Sales Manager for 
Commodore U.K., "CD-'^ titles dominate the software sales 
charts in the United Kingdom, where we're outselling all other 
CD-ROM platforms." Amazingly, the CD-'- jumped from no 
market share to nearly TKi of the UK software market only three 
months after its introduction. At press time (mid-January), 
approximately forty CD^- titles were available and shipping in 
Europe. AlthoLigh the United Kingdom is undoubtedly the 
strongest Amiga market in Europe, the CD^- has been well 
received in other European countries as well. According to 
Frederic Bolton, a French CD^^ software developer, the CD-^^ 
has been more successful in France than initially expected. 
"CD^- is doing well in France. Many of the larger stores first 
stated that thev wouldn't risk carrying a new Amiga. Lately, 
some stores ha\-e re\'ersed their positions and are now stocking 
the CD-'^." By the time the CD^- goes on sale in America in 
March, Commodore estimates that 85 software titles will be 
available and shipping. (For more information on upcoming 
CD-'- software, see the February 1994 issue of Amnziug 
Coinpiiling, p.95.) 

Even more CD-'^ titles are on the way; Commodore esti- 
mates that over \50 titles will be released for the CD^- over the 
course of 1994. Although that figure may be a little on the opti- 
mistic side, a \'eri table flood of new games are in development. 
Most of these new CD^" titles will be developed by stalwart UK- 
based Amiga developers such as Microprose, Ocean, 
Millennium, and Psygnosis, although several companies new to 
the Amiga market ha\'c decided to throw their hats into the 
CD^^ring. 

According to Peter Morcland, Deput\' Publishing Director 
for Microprose U.K., CD-^ owners can expect several conver- 
sions of popular MS-DOS Microprose games to CD^^. "We have 
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32-bit video game animation and colors 
provide life-lit<e graphics, that can 
be rendered with 256,000 
colors from a palette 
of 16.7 million. 



16-bit video game graphics and colors are 
limited, as this frame of video iilustrates. 




a couple of conversions underway, such as Piriiti':> Cold and 
Gunship 2000." Moreland added that Microprose U.K. was start- 
ing several new CCP^ projects, with Cirili:uitimi and The Legacy 
being the most likeh' prospects. Ocean Software will be offering 
tivo particularly promising CD^- titles: TFX (for Tndicnl I'igliter: 
Experimental) and Inferno. According to Stephen Hey of Ocean 
U.K., TPX will be "a groundbreaking flight simulator with stun- 
ning graphics and gnmeplay," while Inferr\o u'ill be a 3-D space 
simulator along the lines of Wing Coiumaiuler, Slated to be 
released sometime in the first quarter of 1994, TFX and Inferno 
xviU be co-developed by Ocean and Digital Image Design (DID). 

Interplay and .-Mmathera are teaming up to bring Caftiff U 
to CD'^^ owners, while Bullfrog — developer of Populous and 
Pmi'ermoiiger — is planning to create an enhanced CD-^- version 
of their hit game Sifiuiicate.. Acclaim is planning to port their con- 
troversial Mortal Koinlutt game to the CD-^ sometime in 1494; 
whether the CD'^ version of the game will feature as much 
graphic violence as the Sega Genesis version remains to be seen. 

Although the first generation of CD-^- titles are primarily 
ports from existing Amiga games, several forthcoming games 
from European game developers will begin to exploit the speed, 

'IT 

Storage, and true-color graphics capabilitv of the CD- -. Shown 
extensivelv in the Commodore booth at the Winter 1994 CES in 
Las Vegas, Psygnosis' Microcosm features possibly the longest 
introductory animation e\'cr seen on an Amiga game. .'Vlthough 
the gameplav isn't up to the same level as the graphics and ani- 
mation, it nevertheless is one of the first software titles to tap the 
true potential of the CD^^. Fans of the Lni'iimower Man mo\'ie 
can look fonvard to a CD^- arcade game of the same name by 
The Sales Cunv (distributed by Storm), -ivhich will reportedly fea- 
ture ray-traced animation patterned after the film. Finally, Ih^i 
Cd32 titles from software developer Mirage will feature exten- 
sive amounts of ray-traced graphics and animation: Rcliini to Ihc 
Lost World and Riff of the Robots. Both are slated for release some- 
time in 1994. 



FORWARD TO THE FUTURE 

The arrival ot the CD- - has already begun changing the 
face of Amiga gaming. Companies that no longer support the 
Amiga (such as LucasArts, Sierra and Dvnamix) are taking a 
strong second look at re-entering the Amiga market. So what 
does the success of the CiP'' mean for the future of Amiga gam- 
ing? 

Most developers agree that the CD will cavise a gradual 
increase in the number of floppy-based games for other Amiga 
computers, especially those equipped with the AGA chip set. 
Gi\'en ho\v easy it is to port flopp\'-based Amiga games to and 
from theCCK-, many developers can maximize their investment 
by covering two markets with a single de\'elopment effort. Toby 
Simpson, Lead Programmer for Millennium, suggests that the 
future of .Amiga gaming resides in the CD-'-. "[Tlie success of 
the CI>'-I will Iranslaie into more A1200,'A40t)0 titles — of cer- 
tain t\-pes — in the short-term. In the long term, more software 
will make u.se of the 650MB storage capacity of CD, making it 
difficult to port CD^^ titles down to the A12OO/A4O00 easily." 
Although the CD-*^ will undoubtedly have a positive effect on 
Amiga game development, some dev'elopers see the rise of the 
CD-'^ occurring at the expense of floppy-disk game develop- 
ment, "We do not see ourselves developing floppy software 
ever, and my friends at other software publishers tell me they 
are phasing out Amiga floppy software in preference for CO^-^ 
titles," adds lolvon Ralph of .-Mmathera. 

So how does the CD-''^ stack up against the competition? 
Although the Cd32's 32-bit CPU and AGA chip set allow it to 
\'astly outperform current 16-bit game systems, the CCH- does 
fall short when compared to the 64-bit Atari Jaguar and the 32- 
bit 3DO Interactive Multiplayer. Both the 3DO and the Jaguar 
feature hardware support for advanced animation functions 
such as texture-mapping, morphing, transparency and other 
special graphic effects which the CD^^ lacks. Nevertheless, the 
3DO and the Jaguar ha%'e their own share of obstacles to sur- 
mount, especially in Europe. Tlie 3DO is very expensive in the 
UK, the Jaguar has an extremely limited market presence, and 
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the Phillips CD-i is generally acknou'lcdgcd as being too under 
powered to play games like the Amiga. In addition, all the afore- 
mentioned machines ha\'e only a small number of software titles 
currently available for them, an area in which the CD'''- excels. 

"It will take one to two years [for 3DO, Phillips, and Atari] 
to develop the sort of titles that the nuirket requires.", says Jim 
Mackonochie of Mindscape UK. Jolyon Ralph, Technical 
Director of UK-based CD-^^ software developer Almathera, 
agrees that the CD^'^ has some inherent advantages over the 
competition. "3D0 is too expensive, CD-i is too limited techni- 
cally — it can't do games well at ail — and the Atari Jaguar isn't 
a CD platform." 

While the CD^- is technically less powerful than the 3DO 
and the Jaguar, a hardware upgrade to the CD^~ is reportedly 
being considered by Commodore over the course of the next 
year or so. Although the possibility of a CD-^^ outfitted i\'ith the 
AAA chip set (which is being designed first and foremost for the 
next generation of Amiga desktop computers) is highly unlikely. 
Commodore officials and Amiga developers concede that a low- 
cost 68030 processor could be easily added to the CD^^ for a 
quick boost in processing po\ver. 

A faster processor isn't the only now thing 
CD-'- Oivners may be able to look forward to. 
Commodore displayed the S250 MPEG module for 
the CD32 extensively at (he January 1994 Consumers 
Electronics Shaw (CLiS) in Las Vegas. Using the 
MPEG compression format, the MPEG module 
allows the CD^^ to play up to 74-minutes of VHS 
quality video, ideal for playing disks based on the 
new Video CD format. Commodore hinted that a 
variety of new products are being developed by 
third-party developers for the CD-^^, including virtu- 
al reality headsets and gloves, cable TV interfaces, 
and other peripherals. A CD-^^-compalible CD-ROM 
peripheral for the Amiga 1200/4000 is also a possi- 
bility, although some developers have doubts 
whether the device will be produced. Commodore 
may be forced to sell the drive at the same price 
point as the CD^^ itself (i.e., around $399 retail) to 
co\'er production costs, making it more attractive for 
consumers to simply buy a stand-alone CD-^^. 

DEVELOPER BLUES 

To create the software, peripherals and other 
products that CD-^^ owners will demand. 
Commodore is relying heavily upon its formidable 
network of European software and hardware devel- 
opers. Unfortunately, dc\'eloper support for the 
CD-''^ In the states appears to be trailing behind Europe. 

An employee at one .American software development firm 
(who asked to remain anonymous) recei\ed a wooden prototype 
of the CD^'^ from Commodore nearly a year ago, vet didn't 
receive support materials of any kind. "It was the same story 
with the CDTV. I'd call several different people at Commodore 
for de\'elopment info, only to be given a different number or 
person to talk to. After being shuffled around like this for a 
while, you begin to question whether you're making the right 
decision to support the machine." One of ihe largest American 
game developers encountered yet another problem with 



Commodore's developer support. After investing substantial 
resources in an effort to port its products to the CDTV, the com- 
pany then saw the platform fade into obscurity- due to shifting 
priorities at Commodore. Because of these factors, most 
American software developers have adopted a "wait and see" 
attitude towards the CD-*^. Although some developers with 
strong ties to the U.K. — most notabl)' Virgin games, Sierra and 
Microprose — are pushing ahead with Europearv CD-*- game 
development. Commodore has to prove it can effectively market 
and sell the machine in the states before most developers will 
commit resources to CD- - projects- 
Commodore's developer support is much better in Europe, 
according to most Amiga developers contacted there. French 
CD^^ developer Frederic Botton reports that Commodore's sup- 
port for the CD-^- is an improvement over their Amiga support. 
"Support for the CD-^^ is better than the support we received for 
the Amiga or CDT\'. A dedicated CEV- developer support BBS 
would be nice, but support is offered on some networks. As far 
as CD-^- is concerned, all of the development questions I've 
asked have been ans^vered." 



SYSTEM 


7o UNIT SALES 


Sega Genesis 


24.37o 


Amiga 


15.6% 


SNES 


14.47o 


Gomeboy 


14.4% 


IBM PC 


7.6% 


NES 


6.3% 


Sega 8 bit 


6.1% 


Gamegeor 


5.2% 


Atari ST 


1 .8% 


Sega Mega-CD 


1.17o 


C64 


1 .0% 


CD32 


0.7% 


PC CD-ROM 


0.4% 


Ptiillips CDi 


0.05% 


Unit sales of the major game machines. 1 



Jim Mackonochie of Mindscape U.K. concurs. "There is a 
long-standing [development! infrastructure in Europe, It was 
somewhat damaged by the CBM downsizing last year, but [it is] 
still there." 

That same downsizing has loft other developers out of 
touch with Commodore. "I can't remember the last time we 
heard from Commodore." says Jez San of UK-based Argonaut 
Software (de\eloper of ShtrglUer I & II and Binis of Prey). "AH the 
good people we used to deal with seem to have left." According 
to most de\'elopers. Commodore's mediocre track record for 
developer support is largely due to recent staff cuts throughout 
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tlie compiin)-. The consensus seems to be that de\'eloper support 
is Strong — albeit iveakened — in Europe and gradually improv- 
ing in America. 

THE U.S. MARKET 

Key.irdlesb. oi how well the CD-^ is doing in Europe, most 
developers admit that Commodore's most clinllenging obstacle 
lies ahead: selling the CD-^- in the US market. By the time you 
read this, CCP^ should be available and shipping to Amiga deal- 
ers and other distributors across the country. 

Finding shelf space for the CD-'- in a crowded U.S. market 
filled with game consoles and interactive multimedia players may 
be Commodore's most formidable challenge. With the Atari 
Jaguar, 3DO Interactive .Multiplayer, and the Phillips CD-i all 
fighting for a slice of the burgeoning interactive entertainment 
market, finding the CD" at a local consumer electronics store 
may be next to impossible. Factor in the formidable market pres- 
ence of Sega and Nintendo — the tu'in 800-poiind gorillas of the 
\-ideo game industry — and the outlook for the CD-'- begins to 
dim somewhat. Although the 16-bit systems from Sega and 
Nintendo can't hold a pixclized candle to the yi-hit CD^-, neither 
company is set to rest upon its laurels. Both are planning to intro- 
duce new game systems in late 1994 or early 1995. Sega is report- 
edly developing a 32-bit CD-based game system (code-named 
"Saturn"), while Nintendo has joined forces with workstation 
manufacturer Silicon Graphics to begin work on an advanced 
game system with the nebulous moniker of "Project Reality." 
Although both systems are still at least a year away, thev ser\'e as 
a reminder that neither company intends to surrender the multi- 
billion dollar home video game market without a fight. 

Nevertheless, the CD-'^ has definitely gotten off to an 
impressive start. With strong European sales, robust developer 
support, and an aggressi\'e price point, the CD brings a great 
deal to the video gaming table. Although it may be too early to 
speculate how well Commodore's latest addition to the Amiga 
family w'ill fare in the viciously competitive American video 
game market, one thing is for certain; the future of Amiga gaming 
has arri\'ed. 



The comments expressed in this article nre those of tlic nuthor iriui not 
those of Amazing Computing, its writers, or its staff. 
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Overdrive 

by Henning Vahlenknmp 

Not to be confused with n 
mutti-directiona! shoot-cm-up 
from Infacto called Oivnirivc 
(Coming AttracKons, AC 
V9.2), this particular game, 
also called Overdrive, from 
England's Team 17 features 
overhead racing action 
amazingly reminiscent of 
I'sygnosis' Nitro. In all my 
years of computer gaming, I 
don't think I've ever run 
across two different games 
with the same name before. 
Perhaps one of the publishers 
should consider a name 
change for their game to a\oid 
any further confusion. But 
that's beside the point; the real 
issue is the quality of the 
game, not its name. 

Overdri\'e - from here on 
referring to the Team 17 game 
- offers a selection of 20 tracks 
on five terrains (GP, City, Icy, 
Desert, 4x4) with fiuLr vehicles 
(GP, Supercar, 4x4, Buggy). 
The objective is to race until 
you make it to the top rank, 
then compete against the 
"demon driver" to win the 
game. The game doesn't say 
much about this driver, but 
you can be sure that whoever 
it is will be tough to boat. 

The main menu offers 
Start, Options, Disk, and 
Control submenus. From 
Options, vou can choose the 
skill level, game mode, and 
music or sound effects. The 
mode selection lets you play a 
normal game, a practice game 



Overdrive from 
Team 17 should 
not be confused 
with Overdrive 
by Infacto, Two 
different games 
with just one 
great name. 




either again.st the clock (time 
trials) or not, or a two player 
game with two Amigas linked 
by a null-modem cable. 
Presumably, using actual 
modems o\'er the phone lines 
u'oiild be too slov^■ for real- 
time racing. 

Disk allows you to load 
and save games to a data disk, 
which unfortunately doesn't 
use normal AmigaDOS files, 
or select whether to use one or 
two disk drives. 

Control gives you a 
choice of two different joy-'»tick 
control methods. I prefer the 
first method, whereby left and 
right govern turning and fire 
accelerates, over the second, 
rotjiiiring moving the stick in 
the direction you want to go. 



There's even support for an 
analog steering u'heel and 
console-tvpe jovpads. 

Start takes you into the 
game itself. If you chose either 
practicing mode, you then get 
a choice of 20 scenarios 
featuring different combina- 
tions of vehicles and tracks. In 
the regular racing mode, you 
get a choice of three different 
scenarios e\'ery time you race. 
Each scenario comes with two 
computer-controlled oppo- 
nents of varying abilities, and 
requires a certain entry fee. 

You start out with 
550,000, and continue racing 
until the money runs out or 
you finish last in three races. 
Coming in first or second 
earns you commensurate cash 



prizes. Before racing, you may 
opt to qualify on a track to 
improve your position on the 
starting line. Qualif\-ing takes 
three laps, while each race 
takes eight. 

When it comes time to 
race, you're presented with an 
overliead multidirectional 
scrolling view of the track and 
your car. The bottom panel 
across the screen provides 
such \-ital information as lap 
times, fuel and speed levels, 
and a scanner condensing a 
broader view of the surround- 
ing track region. Effectively 
controlling your car takes 
practice at first, but once you 
master the basics, you can get 
down to some real racing 
strategy, A helpful one is to 
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With twenty tracks on five terrains and three scenarios 
for each race, Overdrive offers a great deal of racing 
excitement. The object is to race until you make it to 
the top rank, then compete against the "demon driver" 
to win the game. With $50,000 to start, you have a lot 
riding on each race. 



bump yiiLir oppoiiL'nts out of (liu way bL>fnro (iiey do 
il to you, since your ciir never siit'fers .iny diimage. 

While cnreening around the track as fast as 
possible, don't forget to avoid obstacles (e.g. oil 
slick-s) and collect fuel cans, money, and non-skid 
tires, among other povver-ups. You'll also find 
strategically placed "turbo pads" for temporary 
bursts of turbo speed. And keep an eye on your fuel; 
when it's gone, you're gone. 

Ovordrive's animation and hi-fi, synthesizer- 
style rnusic are flawless. Each terrain has a custom- 
taiiored theme soundtrack that works well. .A 
generous measure of digitized speech, with an 
English accent of course, appears throughout the 
game. The 64 and 32-color graphics are about as 
good as possible given those color limits. It's tough 
to find any fault with the look and feel of the game 
itself. 

On the other hand, it's easier to find fault with 
ancillary matters. For starters, the manual isn't 
entirely accurate. For instance, it erroneously states 
that you can use any vehicle in any race, but you're 
really limited to three different predefined scenarios 
for every race. Furthermore, the tiny typeface might 
irritate those with less-thnn-sharp eyesight. Also, 1 
find the poorly explained ranking system somewhat 
confusing, as I'm unclear about exactly what it takes 
to achieve the top rank, whatever that may be. 
1-inally, there's no mention of (he ESC key which can 
be pressed at the Start submenu to end the current 
game. 

The game play also has a few Irritations. Your 
status screen only appears when you place first or 
.second in a race, instead of whenever you want to 
view it. Loading times between races are longer than 
they should be, considering that the game ships on 
two custom, copy-protected disks. All that waiting 
adds up, cletracting from the flow of the game, 
especially if you're unfortunate enough to have only 
one floppy drive. Forget about hard disk installation. 
Overdrive requires PAL mode, and the Display 
Options menu on 2.1+ Amigas won't do the trick, so 
you need a utility program like Chris Hamcs 
Degrader. .At least the game will run on any Amiga, 
including AGA, with 1MB RAVI. 

When I first played 0\'erdri\'e, I almost mistook 
it for Nitro. This game successfully captures the 
essence of that famous Psygnosis game, but doesn't 
include a few Nitro extras like night driving and 
three player support on a single machine. Then 
again, Nitro doesn't have quite the range of options, 
and it's incompatible with AGA Amigas. In short. 
Overdrive is great on gameplay, not as great on 
documentation and disk accessing. 

Overdrive 

Team 17 

Marwood House, 

Garden Street 

Wakefield, West Yorkshire 

WF1 IDXEogland 

Tel: 0924 201846 
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Ishar: 
Legend of 
the Fortress 

bi/ Hciuiiiig Viihk'iikiiitip 

It's often said in the 
computer games business that 
there aren't too many original 
ideas. Most new games are 
just variations on old ones. 
Tliat's certainly true of Islmr, a 
role-playing game (RPG) by 
Silmarils, a French de\'eloper, 
in a similar vein as Et/t' ofllif 
Bduyhhr (EOB). While Ishar 
may not break anv new 
ground in the idea depart- 
ment, its implementation 
helps it stand out in a crowded 
RPG field. 

It seems that the evil 
Morgoth once conquered the 
land of .'\rborea, but Prince 
Jnrel and his companions 
destroyed him after finding 
the Crystals of Harmony. 
Incidentally, that's the plot of 
Cri/sfn/s ofArharca, an earlier 
Siimarils title. So Jarel became 
ruler, renaming the kingdom 
Kendoria. Of course Jnrel was 
killed eventuallv, and anarchy 
descended upon Kendoria. In 
the resulting power struggle, 
another evil-doer named 
Krogh gained control and built 
the fortress Ishar. That loaves 
you to find Ishar and get rid of 
Krogh. 

The above information is 
essentially all the game reveals 
up front about the plot. 
Ever)' thing else, ranging from 
what to do at the beginning to 
achieving the goal, is up to 
you. Here's a hint: recruit the 
first character you meet, go 
south to the village in 
Angarahn, and see a man 
named Akeer. 

Like E:OB, Ishar features a 
3D first-person perspective, 
but takes place mostly 
outdoors instead of in 
forbidding dungeons. .And 
everything occurs in real time, 
but there's no time limit to the 
game. The lush, detailed 
scenery of the forests and 



.these characters aren't merely puppets who 
always do what you want. 



grasslands seems to wrap 
arotmd \ou as the view is 
updated during your step-bv- 
step movements, creating a 
great atmospheric feel. The 
box claims over 100, IMO 
views! As in real life, objects in 
the distance have a wonderful 
hazy, unfocused quality which 
disappears as vou move 
toward them. Things do seem 
a bit static, though. It would 
have been nice to see the trees 
ivaving in the breeze or the 
water rippling. The only real 
animation is that of the on- 
screen characters, particularly 
enemies. 

Ishar dispenses with the 
usual RPG practice of 
character generation. Of 
course there are the familiar 
rolc-plnying skills and 
attributes — even a few novel 
ones such as orientation and 
languages. You simply start 
out with one predefined 
character, and you can recruit 
up to four others during the 
game, assuming they want to 
join your party and the party 
agrees. Psychology is an 
interesting factor, as these 
characters aren't merely 
puppets who always do what 
you want. For instance, a 
character may decide not to 
fight his own people (if they 
happen to be opponents) or 
might oppose your eliminat- 
ing a friend in the party. This 
certainly adds a rare dimen- 
sion of realism. 

While RPGs often have a 
reputation of complexity, 
controlling Ishar is quite 
intuitive. I was able to dive 
right into this point-and -click 
affair without first laboring 
over the manual. In addition 
to the \'icwing window 
occupying most of the screen, 
the bottom part contains a 
strip of icon panels for each 
character, and the right side 
contains general purpose 
icons. 

An icon panel is the key 
to managing a particular 



character. From here, vou can 
have him or her da various 
things including giving, 
eliminating, or recruiting other 
characters; casting spoils; 
picking locks; getting 
bearings; healing injuries; or 
attacking enemies. Clicking on 
a character's picture reveals 
quick summaries of the more 
detailed character sheet 
information obtained by 
clicking on the character's 
name. This information 
completely defines a character. 
It displays all the skills, 
attributes, experience, energy 
levels, and items (carried, 
worn, or held in hand). You 
can also ingest, examine, or 
drop item.s, as well as give 
items or exchange money with 
other party members. 

Tlie right side of the 
screen has icons for move- 
ment, rearranging the party's 
combat order, and loading/ 
saving games. Using an 
effecti\'e combat order can Ix' 
crucial to success in battle. 
Sword-wielding fighters, for 
example, should be up front, 
while those \vith missile 
weapons and spellcasters 
should he farther behind. The 
compass and area name box 
help with navigation. 
Ne\'ertheless, most players 
ivill probably resort to the 
traditional graph paper to map 
their progress and pre\'ent 
getting lost. The game's 
undocumented onscreen map 
of Kendoria neither shoivs 
villages nor your party's 
location, limiting its useful- 
ness. 

Ishar only works on AGA 
Amigas. You can play the 
game from its two unprotected 
floppy disks or from a hard 
disk. The manual doesn't 
mention Amiga hard disk 
installation, but doing so is as 
simple as copying all the files 
from each flopp\' into a hard 
disk subdirector)' and then 
typing "T.X" from the shell. 
Since Ishar is spread across 



100+ Amiga DOS files, playing 
from a hard disk is preferable, 
significantly cutting down 
disk access time. The game 
doesn't like scan-doubled 
screen modes, so make sure 
you're in a 15kHz mode such 
as NTSC or PAL before 
running the game from the 
operating system. 

As I mentioned earlier, 
the graphics are lush and 
detailed. Even though there 
don't appear to be anywhere 
near 256 colors on the 320x200 
pixel game screen, I can't 
really complain. You definitely 
won't find anything better in a 
regular 32-color .^miga game. 
The peculiar music has a 
medieval flavor that comple- 
ments the game. 

There's only one obvious 
bug in Ishar: occasional 
randtjm flashes of garbage 
onscreen resembling vertical 
bars, apparently resulting 
from a misuse of the AGA 
registers. I wonder how this 
escaped quality control? The 
bug doesn't affect gameplay 
however. 

As the first AGA-spedfic 
RPG, Ishar is a rather good 
effort. Its straightforward 
control should appeal to those 
put off by traditional games in 
this genre. Moreover, combat 
is kept to a reasonable level 
(often against no more than a 
handful of enemies), and 
sufficient character interaction 
balances it. The display bug 
and lack of automapping are 
the only things in the negative 
column: everything else goes 
in the positive. Perhaps the 
upcoming Ishar 2 AGA will 
correct these two deficiencies. 

Ishar: Legend of the Fortress 
(AGA) 

Silmarils 

produced by Daze 

Marketing Ltd. 

2 Canfield Place 

London, NW6 3BT, England 

Tel: 071 328 2762 

Fox: 071 328 2738 
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Atnazing Computing 



*■ Vo!.7, Noll, \tn L'mK'r I'V^: 

Highlighb. include: 

"Amiga 4000," Comm^xlore crt-ak'S a bold new directinn in 

Ami^a computing wilh expanded graphic resolutions, modular 

CPL", and niort' . 

"Progressive (MO/2000," .i review by Kick M.vtok.i. 

"Remap Magic," Llmiti why this Uml is your bL'sl ht-i for 

HKiking iiso of vour p-ik-Hu', 

"Beginning C/' Chui' Xionj^antTssoiiu' of thu b,nsii.> of thi'C 

LingiLige. 

* Vol.7, Mo.l2. December 1W2 
Highlights Include: 

"Polishing Basif Programs," Miirijnne Cillls shares thL'Sfcrc'ls of 

BASK" p rug ram mint; experts. 

"Banners," A tiitnri.il on crealirj^ b.im\LT-iL-n^lli printoul^rby Pal 

"S!ruc(urtd Drawing & TueBASlC/' p.iul t-islimRu.iy shows haw 
Tnit'BASlC fully sup|.xjrtN any Ii-vi:l nf hii-mrthic^l stniclunL-. 
Also, complete reviews of Voyager 1.1, PIXOUND^ VistaPtv 2,0, 
and OpalVision. 

* Vol.H, \n.l.Januar\l*J^.1 
Highlights Includi-: 

"Creating d Ston'board in Final Capy,'';H.vhuw taldvuul yuur 

animation storv'hiHird m Tm-il C(>pv. by KSh.inifns MortiL-r. 

' A Look il 24'bi( Ubfirics," Shiimms Mortier looks at 24-bil 

libriiriL'!!. 

"Using Liier Disk Players with Ihe Amiga," Rom Bjtlk- L-xan^inc-s 

the beneii:5 ol lazier di^k^i a^ a i^ourCi^' of vidtij imagL'S- He Jilso shows 

an easv wav to wl them up. 

Plus: A complete review of the ncw A1200 & coverage of Comdex 

FalE 92 & the FES-L^ndon, 

%' Vol.S, No.2, R'bniary 1W3 

HiKhlijthlS^Iocfude: 

■" Extending Ihc AMOS Sort," Daw ik'ti^cr kxik* at the AMOS sort 

function, 

" Business Cards," Soft-Logik's Dan We^iss givt>s an in-d^pth tutorial 

on hoi\' to creatL' your uwn bu^intliS cards- 

''AD1012/ .1 ffvievv by Rick Manasa. 

AND! A special sneak preview of the One-Stop Music Shop from 

Blue Ribbon &: complete a>verjj5L' of the VVOCA Tomntii! 

■ft' Vols, No.X March X'^y-B 
Highlights [nclutie; 

* Babylon 5," iKl- Aniij;.i clwnj;fs the way TV shows are made, by Its 
Paul Robloy 

"Amiga Vis ion Projects," by William Murphy 
"Aft Expre&sioO," review by Mi."rrill Callaway 
PLUS: Creative business forms & CES Winter '93 

* Vul.^, No.4, April 1943 
Hij;h|jf;ht^ Include: 

"TiTjplePlay Plus it SyncPro", reviews of two gnral music products 

by Kick Man^iisa 

"CjoDo/' a review of the application development system from 

IN'0\'Atii3nics.by Rob Hj>e^ 

ALSO: Super VideoStoL for April, AKcic^rCll, and great Diver^ionst 

* Vol-fi, N'o5. May l^;! 
Hi);hli|;;hts Include: 

"Directory Opus", re\ inrw of the lili'sl \!.-rston of Diaviory Qpus and 

a :iUr!-up tuliftial by Mi-frill Callawiv 

'Media Madness," explores, the inside of Blue Ribbim Soundworks 

new ML-dia Madness, by Todur Fay & David Miller 

"Superf AM 1.1," a review ai the latest n.'lt»aw of SuperjAM! by Kick 

Mani,iS4 

"ImageFX," re\iew bv R. Shamms Morticr 

ALSO: Super VideoSlot for Miy — The New Craphich Mudi-s! 

* Vol.«,No,f., fuOi-I'Ml 
>ii};hiii;hls Includu; 

"AMOS Turns Professional'',revievv nf a major upgrade hailed as a 
comprehensive developmenl ::.ystem, by Jimmy R^im,- 
"Searching Medical Literature," using the Amij;a, to tap the v.-ist 
reiiourcesof mediral on-lini.' services, by Dr Mith.iol Tubin 
ALSO: Newsletter Design, ARtxx I' rug ramming, I lul I^iverMfons 



# Vols, No, 7, July 1SN3 

Highlight'i Indude: 

TypeSMITH 1.0", review of Scift-L^giks new fmi^t clitur, b\ Merrill 

CaUawiy 

"OpalPainl 2.0," review of the latest version of this paint proj^ram fur 

the OpalVision board, by R. Slumms Morti<.T 

"Structured Drawing," basic features and advanced l^vSmiiqm'^. by 

Dan Weiss 

"DelmePaint IV AGA," review of the lati-?,l p,iii\t patk,i;>;e (nr the 

AGA machines, by K. SJluimmh Mortier 

ALSO: Super VideoStot, AKexK, and New I'ruduct^! 

»■ Vo]-8. No 8, August 1993 

Highlights Include: 

"Amiga Vision Professional", review Cnmmodnre's upgradcil 

aulhoring s)'stem< by Di>uglas |. Xakakihara 

"Art Department Pro(csionaf 2.3," review of the lalt^t releaw ot 

AdI'rr from ASIXi, by Mi-nill Callaway 

"Professional Page ■l.O," the !ale<t incarnation of Pro Page, bv Ritk 

Ma nasi 

"Pseudo Badiosity EffecJs,"' wliy ray tracing is not an accurate model 

of &Tie light behavior, bv NUrk Hoffman 

T-Re» Prnfessionar^ a revievv of the latest release of T-Rvxx (rtim 

i^VSDC, by Merrill Callaway 

ALSO: AC Phone Book: A directory of Amiga Developers! 

*■ VoU, No**, September 1W3 

Highlights Include: 

'Adventures with AladdinMVrt 111 of this tutorial si'ries on .Maddin 

4D. by R- Shamms Mortier 

''CanDo,Tirst installment of this seri*)^ for CanDu programmers, by 

Randy Finch 

"Caligari 24," Review of version 3.0 of (his 24-bit software, by K- 

Shanims Mortier 

"Coming Attractions," A kK)k into the future attractioa-. m Amiga 

g^mi's. by I lenning Vahlonkamp 

ALSO: VVOCA— Australia & Summer CES! 

*■ Vols, No U), October IW3 

Highlights- Include: 

"Making Waves", Focus on the wave rtipie^ter in Pari IV of the 

Aiaddin series, R. Shiimnis Mortier 

"Clouds in Motion," Animated clouds in Scenery Aninuitor, by K. 

Shamms Mortier 

"Media Madness," Disitiver whal H can dn U^x b.irsAti'ip'L's, by Rick 

ManpsJi 

"Bars&Pipes Professional 2.0," review by Rick M.inasa 

"Bernoulli .MuItiDisk 150", A review of Ihisgr^Mt IttnVga dri^e. 

ALSO: Commodure's new CD32r 

%■ Vol-8, No 1 1. ^Jovember l')y3 

Highlights Include: 

"CjnDo", This inslallnienl covers developing a custom object by 

combining several standard CanlJo ot^ects, by Randy Tinch. 

*BrilliariCCH,'' A complete re-view of this hot netv paim and animation 

pfogfiam from Digital Creations., by Frank McM.ihon. 

"Online," Thi? introduction of this, new telecommunications column 

for the Amiga, b\- Rob Hays. 

'Get Graphic: Digital Image F/X," The introduction of AG's new 

graphics column, bv WilMam Fraw!e\v 

"Picas!»o ri", A rfi ieu' of one of the best new g^aphic^ cards .available, 

by Mark Kicken. 

ALSO: WOCA Pasadena: Commodore tntruducrs CD-32r Plus, (h<r 

incredible Lig,hlRave, a Video Toaster emulator! 

■ Vols, No 12, December l^NS 
Highligllt? Include: 

'CantJo Tutoria!", Basic col:KepE:^ Ivhind animation.-, .md 
presentations, by Kandy Finch. 

"LightKave Review," A review of this uniipu». Toaster emulator, by 
Shamms Mortier. 

"Online," Ihe introckKtionot this new tek-tnmrraniii.'.ilion'i column 
lor Ihe Amiga, by Rob Jlavs'. 

"Gel Graphic: Digital Image F/X," The inlroduetionof ACsnew 
g^aphicicolumn, by William FrawSey, 

"Video Toaster -1000 Review", A rei. it-w of the latest Video Toaster bv 
Shamms Mortier. 
ALSO: 1993 Reader's Chioce Awards! 
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*ACsTECH. Vni:. No.4 

Tfiphli^ht^ huliulc; 

"In Se.irch of the Lnsl Window*," by Phil Burke 

"^fl> Mousing Ari>und/' liiili- th*il .inmiying mimse fMiintcr 

u ilh tilt?- i;ri.Mt pr<Tt;r.Hi\, by h'H Dickson. 

"The Joy of Sels/'py |irn Olin;m.T 

"Quarterback5.(}/' j'ri-v itnv by McrTill Callaway. 

m AC'S TECH, Vol. 3, No. I 

I [ij;hlights Include: 

"Comeau Compuling'ii 0++," A ruviciv ai this greal new C 

lompik-r bv Furi'sl Ami>ld, 

"Programming Ihe Amiga in AMcmbly Language Pari 5," by 

\\ ilH.ini Nlx' 

"Make Your Own .ID Vegctalinn," I .iur.i Murn'^'n slinw^ limv 

to U--C ilcratcU iLLTictiiuTi-^ to troak- ?>D lrL*t.'> ami plnnt> 

I'LUS! The HotLinks Developer's Toolkit ON-Di5KJ 

a AC'S TECH. Vol. 3, N(». 2 

Hi|;hli^hts Include: 

"OIl-," An arciitk- ^.irni- programmed jn AMOS BASIC, by 

IhiMTi.i?^ I, E^helm.nti 

'■Programming the Ami^Ji In As'ienibly Language Tart 6," by 

\S"iHi.ini \'tx- 

"Wrapped Up wilh True BASIC," Ti'\l and GfJiphiL-s \vrappm^; 

miHliik':^ inTriiL' UASIC, by Dr. Koy M. \'uzzo 

"ARexx Disk CaUlogtr," An Amij;aDOS manipulnttur th.H 

product's a tcvt hk- confaininf; iiikirm.ition about thy floppy 

di>.Ls wiu \s\int c.ilali>);L-d,b\"T. D.i rrel \Ve5tbnx)k 

AND LOTS MORE ON DIKK! 



* AC*^ TECH, Vol. .1, >Jo.3 
HiKlilt^;h(s Include: 

"Rexx Uainbow Librari^,'' A review by Merrill Callawav 
"ProuTamminf; the Amiga in Assembly," by IVjUiam Nw 
"All You tvcr Wanted In Know About Mofphing," An in- 
tiypth !(H)k .It inorphinj^ for lm.Tij;ine by Bruno Costa and Lueia 
D.irs,! 

''Cuslom 3D Graphics Package Part I," IX-ijigning a custom 3D 
Rriiphic^p.i'Ck.ieL' b\ laiir.i \kirih>(in. 

Buikl .1 Slvi^iij lovslick I'ort,' A sinipk- hardivnre project for 
an adt.lition.ll jiiv>lick port bv laqut^ rlaJlee, 
AND LOTS MORE ON DISK! 

» .AC'sTi;CM,\'ol. 3, \o. -I 

Highkj;htshu-ludL': 

"Custom 3D Cr^phifs Package Pari IL" E\it the fim^hlng 

to^Jc■hL■^ on \ our own graphics package- bv 3 jut.i M<vnss4>n. 

TruBASlC Input Mask/' An interesting TnitSASIC utilitv b\- 

T- Darri.-ll U'f>lbrOi)k. 

Time Effitieixl Animations," Make up for lo*<t time with this 

great aniniatitm utiht\ b\ Robert C!alk.i. 

^F'BASIC 5.0," A re\'iew of this latest version *>1 F-BASIC by 

Jeff Stein 

PLUS: CD32 Development Info! 
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Complete selection of Amazing Computing and AC'S TECH AVAILABLE! 
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Have you missed information on how to add ports 
to your Amiga for under $70, how to work around DdiixcPaiiil'^ lack of HAM support, how to 
dL'al with ser\ice bureaus, or how to put your Super 8 films on video tape, along with Amiga 
grapfiics? Do you know the differences among the big three DTP programs for the Amiga? Does 
the ARexx interface still puzi^le you? Do you iinow when it's better to you use the CLI? Would 
you like to know how to go about publishing a newsletter? Do you take full adwintage of vour 
RAMdisk? Ha\'e ytni yet to install an IBM mouse to work with your bridgeboard? Do you knoiv 
there's an alternatiKe to high-cost ivord processors? Do you still struggle through your 
directories? 

Or if you're a programmer or technical type, do you understand how to add 512K RAM to 
your 1MB A500 for a cost of only S30? Or how to program the Amiga's GUI in C? Would you like 
the instructions for building your own variable rapid-fire joystick or a 246-gravscale SCSI 
interface for your Amiga? Do you use easy routines for performing flopp\' access without the aid 
of the operating system? How much do vou reallv understand about ra\' tracing? 
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Below (s a (isling of the latest additions to 
the Fred Fish Collection. This expanding 
library ot freely redlstributabfe software ]& 
the work of Amiga pioneer and award 
winning software anthologist, Fred Fisti. 
Fora complete list of all AC. AMICUS, and 
Fred Fish Disks, cataloged and cross- 
referenced for your convenience, please 
consult the current AC'S Guide To 7t\e 
Com/nodore Amiga available at your lo- 
cal Amazing Dealer. 
Fred Fish Disk 94Q 
AltTab A small Commodity that 

successively dispfays the screens 
titles at the press ol Alt-Tab' and 
allows you to choose which screen to 
bring to the front. Requires Kickslan 
37,175 or higher, Vorsion 0.?. binary 
only. Author: Gerard Cornu, 
BootMan A boot manager program ihal 
allows you to select a 
startupsequence at boot time using 
the mouse or keyboard. Also allows 
password protection and a timer lo 
load a default startup if none is 
selected. Includes a preference 
edKor for easy n;odilicalion and 
slartup. Will work with any Amiga 
njnning KickStart 2 or higher. 
Version 1.1, binary only. Author: 
Daniel Bachmann 
VideoN4axe A video database that 

satisfies all needs of a private video 
user. With full OS 2,1+ and 
environmental support (local (rati on. 
application icon, installer. lont- 
sensitive runtime gadget layout, 
layout saving, guide docurnenlaiion, 
...) the program handles jecord 
suggestions, spool informations, free 
amount of additional data per tape or 
title, comfortable search routines, 
printing, etc. Requires OS 2.1 . 
Version 04,20. update to verston 
03.22 on disk number 637. Binary 
only. Shareware, Author Slephan 
Suerken 

CardZ Patience card games. Includes 
two version of Klondike. Ttie Wail 
and Up/Down. Version 1.0, binary 
only, freeware. Requires Release 
2.04 and needs a 640x256 PAL 
HighRes screen. Author: Frans 
Zuydwijk 

FlipPrefs Wilh lliis program, you can create 
several preterences files, (The 
"DEVS: system -configuration" type) of 
different names and switch be^ve0n 
them on command. A sample usage 
would be to customize the startup 
script to set diflerenl preferences 
depending on the operating system 
booted into. Could also be useful in 
different development environments 
Of for machines with multiple users. 
Version 1.0. binary only, freeware. 
ALithor: Thorslen Slocksmeier 

Guide2Doc Converts AmigaGuide€ fie to 
a normal document without any 
"©{xxx)""s, but lull ANSi-support! 
CU'ONLY, optional tableof-contents- 
generatlon and page-numbering. 
Output goes to SlandardOut, so you 



may redfrect it. eg. '>prt:'. or read 
Ihfl guide fn CLI. VT-0, freeWate, 
includes C-source. Author: Bernd 
{Koessil Koesling 

fVltne A Modula-2 impEermentation of an 

old computer game. You have an N " 
N square wilh mines hidden in some 
fields. Your job is to mark them with 
a fiag as fasi as possible. Version 
2.0, an update to version 1 .6 on disk 
number 835. Contains some bug 
fixes and imprcvemenis. Most 
imporlarl- now always uses the 
default pubiic screen and does not 
open it's ovim multitasking and- 
chipmem-goodbye-screen. Requires 
AmigaDOS 2.0, Source in M2Amrga 
Modula-2 and (newest) 6B02O 
version are available from tho author, 
Author: Thomas Ansorge 

SOtjNI3EffDctSound sample editing 

program. Special features include: 
lempora^ buffers, Irei^uency and 
amplitude moduEaticn (tremolo and 
vibrato), echo, special reverb effect, 
choms effect, mixer^, free hand 
edilir^, low and high pass filter, 
compresser. expander. limiler, 
distortion ar^d alt the usual functions 
■(copy, paste, insert, cut, looping, 
zooming etc.). All effects are 
available in stereo. This is no update 
to Vt.32!, the program has been 
compEeiely re-written and has a new 
user inierface. Runs with OSl .3 or 
above. Version 2. 1 0, binary only, 
shareware. Author: Sven Biihling 

YAMFG Yet Another Mine Field Game. 
This IS a big classic. Your tank must 
move through the variable-width and 
height mine field to a target. Mainly 
designed to help beginners cope with 
assemPty. Uses reqtools. library ■' 
Nico Francois. Version TO. includes 
heavily commented source. Author: 
Frederic Delacroix 

EM.d_E!BflCL9ltiy2 

ACalG A small calculator with lloating 
point, hexadecimal and decimal 
modes. Has 10 memories, saves the 
last result in the cliptioard. may be 
used with the nrouse or keyboard. 
With OS 2.x and 30. may be 
installed as a Commodity. Includes 
both French and English versions. 
Binary only. Author: Denis Gounelle 

AS6& A comfortable and efficient 2 

pass cross assembler for the Whole 
6502 processor family. Version 2.3d. 
contains documentation in both 
english and german. Binary onfy. 
Author: Thomas Lehmann 

LibraryGuide An AmlgaGutde file that lists 
about 1 70 differont libranes" often 
found in the LIBS: dir^ectory and a 
smple one or two line descnption ol 
their purpose along wtlh version info 
and where lo get them, etc. May he!p 
you determine whether or not you 
actually "need' some of these space- 
consuming things. Version 1 .0. 
Author Dan Eigaard 

WSMenu A simpl^e CLI-onty tool tfTat allows 
you to add new menu'entries to Iho 
"Tools" menu of the Workbench. 



Usefui tor scripts and batch files, 
simple to use. Requires 032.04*. 
Version 3.'!, Includes source in 
assembier for both English and 
gomian versions. Sharev^are. Author; 
Thorsten Stocksmeler 

Fred Fish Disk 943 

Clock A simple Clock program but with 
the handy feature Ihat you can 
"snapshot" the clock to stay with any 
screen or it can bo tree to pop to the 
frontmost screen automatically. Up lo 
A alarm times can be set. which can 
sfmply put up a requester or cause 
some program to run in background- 
Hourfy chimes can also be made to 
run a program (I.E. a sound sample 
player). Uses locale. library with 
0S2. 1 +. Version 2.20, an update to 
version 2.00 on disk number 869. 
Binary only. Author: Bernd Grunwald 

IRMaster A pactage for the substitution of 
remote controls by the Amiga. You 
can learn and send nearly any infra 
red command. That means you can 
control e-S- your Iv set from the 
workbench. With an editor you can 
create remote controls and wrth a 
runner you can use them on your wb. 
Version l.D, binary only. Author 
Jtirgen Frank & Michael Watzl 

JlStoJi A program to read and print 
Japanese electronic text- JlStoJi 
automatically identifies electronic 
texts wntten in Old-JIS. New-JIS. 
Shifl-JIS. or EUC-JIS (as welt as. of 
course. ASCII) and displays them on 
screen, or prints them lo dot-maDx 
phnters. Version 1 .5, binary only 
Author: Gerald B- Mathias 

MCtnlaster Another music cassette cove: 
printing utility which should work 
together Willi any printer that 
supports pica and fine, Other 
features are a search lunction and a 
list function which allow you to put, 
for example, all the song names in a 
list gadget to scroll around, Requires 
KiCkstart >2-04! Version J 2, an 
update to version f.l on disk 685. 
Binary only. AuWior: f^icTiael WaizJ 

Mkfont Converts standard Amiga fcwits 
into softfonts for Ihe Hewlett Packard 
II (compaltt^e) laser pnnlers. It is 
entirely wntten in assembly and is 
quite fast. It can double Ihe softfonts 
in size and smoolh's them 
automatically. Version 1 .0, binary 
only, freeware. Runs Irom CLI only. 
Author: Tonio Voerman 

WBflash A small program that nicely 
Hashes (or color-cycles) Ihe active 
window or Workbench background. 
With some simpte gadget clicks you 
can genera'e and save your own 
custom Jtash-pattGrns, Wntlen in 
assembtef. includes both English 
and Swedish versions- Requires 
OS2.0+. Version t-12,tHnaryor^. 
Author Thomas Petlersson 

Fred Fish DisK 944 

AngusTiller A program to create 

videoiitles for (e.g.) your holiday 
films. It is possibfe lo scroti 350 lines 
up the screen. Of course, Ihe colars. 



fonts, fontstyles. border etc. can be 
changed, tt is also possible to load a 
background picture. This is only a 
demo-version Ihal is limited to 10 
lines, all other options are enabled, 
even saving and loading. The full 
version can be obtained from the 
author for S35 US or 45 DM. Version 
■4.0. binary only. Author: Andreas 
Gunf3er. 

ARegress A program for sttstical evaluation 
ol measurements. You can use tt to 
estimate difterent kinds of 
regression, and to print graphs of the 
regressions. Version 2.0, binary only, 
freeware. Author: Sven BCihling 

BlockEd Disk block editor, simple but very 
easy to use. CompaliWe with 1 .3 and 
up. Version 1.4, initial release. 
Contains most source [in C) lor light 
reading Author: Andrew Kemmis 

Lhf A dir-utilily and archiver with CLI 

and intuition interface. Enables you 
to copy, move, delete or rename 
archive files as if they were ordinary 
files. Extraction and compression is 
aulomaticaEly performed as needed. 
With the configuration program 
"LhlEd" you can customize it to 
perform external commands. Version 
1 03, bir^ary only, freeware. Author: 
Stefan Pampin 

Parcheese Like Ihe classic board game. 
The aim of the game is to get all of 
your maikers safely around Itie 
tjoard to your home basG_ Throe 
levels, of play, players selectable 
between human; computer. Includes 
documenlation in english and 
Spanish. Version 1.7g. binary only. 
Author; Xavier Egusquiza 

PhoneDir Personal Phonedireclory (PPDJ 
was designed to remember 
addresses and phone numbers for 
you. and also dial the numbers 
automaticly. PPD was designed 
especially with multitasking in mind 
Whon you aro doing something else, 
its window can be minimized, and 
when you need to. you can cal! 
someone just by a click on the 
mouse. PPD uses almost rro system 
power vjhen rrot used. Verskw 1.0, 
binary only. Author Hallvard 
Korsgaard 

EmacsStarter A good Emacs starter. Wilh it 
you can load files into a running 
Emacs, Has an option to use a public 
screen (raqulres "ScreenManager"), 
tulS WB support, double-click icons 
into a runnrng Emaos, new icon 
creating scheme, use different icons 
depending on what type of file you 
are editing, sticky flag, Ihe script 
doesn't lennmale until the requested 
buffers are terminated. Release 1, 
includes ARexx and C soukk. 
Author: Anders Undgren. Bo 
f-iljegren 

iFFConvert A program to convert the 

different compression mgthqds at IFF 
ILBM files. It supports the normal 
compression, a nev^ compression 
method that compresses column by 
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column instead ot row by row, and 
uncompressed files. Version 1.12. an 
update to version 1.11 on disk 
number B99. ind^Ktes source. 
Author: Matthias Meixner 

MineRunnor A freeware game like Lode 
Runner, bul with more loaluies. 
Supports the A ptayor jclttpler for Ihe 
parall>el po:t, usas salt slareo where 
possible, doesn't stop multilaskir^g 
and saves highscores to disk. 
Version 1 .0, binary only. Author. 
Matthias Bock 

Omi An improved version of PD 

"Snake' game on disk numtrer 810 
by MichaBl Warner. You control an 
"Omi' (Danish for worm or snake}, 
living in a small window on ihe 
detautt public screen, which grows Sy 
eating Irogs" and avoiding 
obstacles. This version Ihes (o be 
smart about its window borders and 
the screen mode (Iniortaco. 
Suportiiros. etc.) Supports locate 
library if present- English. Gemnan. 
Ilalian. ar>d Swedish calakigs are 
supplied. Default lanQuage is Dan^h. 
Includes the catalog doscripiion file 
and full DICE and SAS/C (Lattice) 
compatfbia source. VorsJon l.-ft, 
PuWic C>ofnain. Requires AmigaDOS 
2.0A or higher. Author: Toisten 
Poultn 

PrtSc Have you over notx^ed thai there 
Is a PrtSc-key on the numork; 
keypad? This program makes it 
work! By pressing the PnSc key on 
your keypad, you gel a screen dump 
to your printer. Version ^.52, an 
update to version 1 .08 on disk 
number 897. Freeware, includes 
source. Author Jan HagqvisI 

Reminder A ulslity to remind you about 

events. It consists ol an event editor 
and a smaB program that is put in 
your WBStartup (or run Irom S:user- 
startup). Every lime you boot your 
machine, this program checks the 
event database and puts up a 
requester (and optionally ca]Js an 
ARfixx script) if there aro ovenls that 
you need to be reminded abool. 
Version 1-20, treeware. C source 
included for DICE and SAS6 x. 
Author Matti Riniata 
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AmiOWK QWKMail fomiat olflme message 
system Allows reading of QWKMaH 
format odline message packets 
popular with many bulletin board 
systems (BBSes). Replies can be 
edited using any text editor and 
packed for transfer at a later lime. 
AnniQWK has been teslod WJlh rr^any 
QWKWail systems for IBM and 
Amiga based BBSes. Requires 
Wocktierx:h 2.04 or higher Release 2 
version 2.2. an update to Release 2 
version 1 .fl on disk number 907. 
Binary only, shareware. Author: Jim 
Dawson 

DMon DMon is a muiti-purpouse utility 
wnlten lor the author's personal use 
during pfogram development, h is a 
Monitor. Dtssassembler, Debugger 
and devefopmeni system. You may 
find sin^ilarities lo Amiga Momlor by 
Timo Rossi, but DMon is different, il 
Can dissassemble and debug 6Skj<x 
software rn User and Suporveor 
Motfo. If you do nat know what that 
means, then do nol use DMon! 
Version 1.86, binary only. Author. 
Andreas Smigielski 

td2pragma A small utiEity (o create 

pnatotypcs for the Aziec C con^pilei- 
or the Aztec Assembier Irom FD files 
as they are distributed Irom 
Comrrwxiore with the Include files. 
Includes C-sau;co. Author: Jochen 
Wiodmann 

PriMan A configurable. Style Guide 
compliant task priority manager 
Along Ihe same lirjes as TaskX, 
PnMan is fonl-sensitive. resizealjte, 
usos a slider gadget to change the 
priority ot any task, ai>d has buttons 



for sending a Ctri-C signal to a task, 
or removing i! from merrrory. Version 
1 . 1 . an update to version 1 .0 on disk 
number 923. Freeware, includes C 
source. Aulhor Barry McCor*nell 

Trashlcon A WorkBench 2.x application icon 
to dololG files. Puts an icon a\ a user 
dclined position on the WorkBench 
Screen, then deletes all files that are 
dragged onto iL Veiskxi 2.3, an 
updaie to version 1 .4 on disk number 
871 Binary onfy. Author: Mark 
McPh arson 

Yass Yet Another Screen Selector, a 
commodity with several nice leatures 
such as: Complelely controllable via 
keyboa/d (ol course you can use 
your mouse, if you really want to); 
Shows Screens and Windows 
(option): Shows PublicScrocnname 
or ScreenTitle (optton); Abitily lo 
change the default Public screen; 
Opens window even on nonpublK: 
screens (option). Font-sotwitive; 
Resizeable wirxtow. Version 1 . t . 
binary only. Author Albert Schweizer 
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Mand2000O Demo version of n 

revolutionary fractal progrnm that 
rrmkes it far easier to explore the 
Mandelbrot set. Mand2000 is 
compatible with aR Amigas tt has 
separate calc routirtes that have 
been optimized for the CSOOO. 66020. 
6B030. GSl>lO and 6868 1 processors 
respectively. It auiomaticaliy detects 
these to ensure maximum 
performance. UandZQQO also makes 
fulf ttse of AGA graphics when 
available. A number of onharice- 
menLs since the origirial demo 
version Version 1.102. binary only. 
Requites OS 2.04. Author: Cygnus 
Software 

NewTool A program that wiU qutCkty 
replace the delauR looi in projocl 
Icons- You can specify the tool to 
use, use a file requester to pick the 
tool, or ailow NewTooi lo 
automatically chouse Iho proper tool 
depending on the T'le type. Version 
37.195. WB 2.0+ required Binary 
only. Author. Michael J Barsoom. 

ScreenSelect A commocfity to change 

screen order by selecting a screen 
name Irom a Itsh^iew. Also allows 
btnding ol hotkeys to any screen with 
a proper riame. Supports automatic 
activation of windows (remenibers 
last activatKins) when changing to 
new screen, rs coriljguiatile with 
Preferences program, has a lull 
intuition Interface and is font 
sensitive {including proportional 
fonts)- Documeniation m 
AmigaGuide, ASCn and DVf lom^als. 
Requires AmtgaOS 2.04 or later. 
Version 2. 1, an updaie to version 2,{> 
on disk numlxir 915, Binary only, 
freeware. Author: Markus AaJto 

SMaus A highly conligurabte -SUN- 
mouse' utility, imp^emonlod as a 
commodity with a graphical user 
interface. It aari^ies the window 
under the mouse pointer if you move 
or after you have moved the mouse 
or if you press a key. You can specify 
titles o( Windows which shall not be 
deactivated using wildcards 
Requires at least AmigaOS 2.04. 
uses locale. library if available. 
Includes english andgerman docs, 
german and Swedish catalog (ile 
{english language built in). Version 
1.24. an update to Vt. 17 on disk 
i968 Shareware, bmary ortty. Author 
Stefan Sticht 

SleamyWirTKkiws A small yet very useful 

commodity that inaeases the pnonty 
of the owner task of the active 
window, and restores the task's 
priority when the wndow becomes 
inactive unless scHneone else 
modified the task's prJofity 
meanwhile. This is version 1 .0. 
inciudes source in Oberon-2. Author 
Fran/ Schwarz 



Fred Fish Disk 94B 

AOis A 68000 ¥ disassembler which 

can automatically recognize datfi and 
strings put into the code segment. It 
also geiernles only those latM:ls that 
arc foalty folorenced. The gonocited 
file will olten he reassen-tblablo. In 
Vt.1. ADisiscapahlH ol rQcogni/ing 
all &8020 and 66881 instniciionr, 
oven with the 68020's CJtion:1cd 
addressirtg modes. AOis will also try 
10 resolve addressif^ feiaiive io a4. 
which many C compilers use if> a 
small memory model. Version 1.1, 
binary only. Author Martin Apcl 

Snoopy Enables you to monitor library 
iunciion calls of any library you wrsh 
The idea of course came from 
SnoopDos by Eddy Carroll, but 
Snoopy 's different in approach and 
purpose. Snoopy has no spocilic 
patches for specific functions it ts an 
all-puiposo tool to monitor *ANY* 
library caJl in "ANY" system liiiary. 
Verston t 4. includes assembty 
source Author Gerson Kur/. FH 
Muenchen 

VirusZII Release II of this popular virus 
detector that recognizes iTiany boot 
and file vimses. The fitechecker can 
afso decmnc^ files for testing The 
memory checker rerT>oves aH known 
viruses from memory without "Guru 
Meditation' and checks memory (o( 
viruses regularly. VirusZ has easy to 
use iniuitiwii^ed riienus fncludmq 
keycuts (or both beginners and 
experienced users. Release SI 
versions ol VirusZ require OS2.0*. 
This IS Release I! Version i.OO* an 
upgrade lo Release I version 3.07 on 
disk number 902. Binary only, 
shareware. Author: Georg Hermann 

F_i^_Bs!lOiSLK_M9 

BBSeS Baud Bandu Bulletin Board 

System Wnnen entirely ^n Af^exK 
using the commercial terminal 
pro^rairi ' BaudBendif. Fealuies 
include up to 99 lile libraries with 
extondod litenoles. up lo 99 lully 
threaded message conforencor., 
number of users, files, messages, 
etc. are only limited tjy storage 
space, conholled file library and 
message conleronce access lor 
users and sysops. interface to extra 
devices like CD-ROM and others, all 
treated as read only, complete Email 
virith binary maiS and multipte 
fonwarding. user statistics inctiKling 
messages wntlen. files uploaded or 
downloaded, time, etc, pfus much 
more Now incfudes a comploto 
ofJIine reader/answer called 
bbsOUiCK foxx. and Call Back 
Verifica'ion lor local callers. Version 
65. an jpdale to version 5.9 on disk 
883. IrKfudos comptele ARoick 
source. Author: Richard Lee 
Stockton 

TitleClock A liiilo commodity (aboul 3k) that 
throws up a clock in the lop right 
conTOf of a screen's litleliar. It rruiy 
be sot up to display itseH on one or 
more screens without running 
multiple copies ot the pre>gram. II 
may atso he set to folJow your default 
puWic screen and also to always 
display on ti'ie frontmosl screen. 
Version 2.7. binary only. Author: 
Anders Hammaiquisi 

FrejlEiah Di^liJSO 

BBDoors A co'loction ol rexxDoors 

adjusted to work with BBBBS 6.5 
Includes complete ARexx source. 
Auttwr. Richard Lee Stockton arxJ 
varkxjs others. 

bbsQUICK An olflme read'reply/uplojitl 
download rr>odute lor BBBBS. 
Comploto GUI with support for 
multiple BBBBS systems. Version 
G.4 and update to version 5 tl on disk 
number 3B.3. Indudes complete 
ARexx SDtircG. Aulhor Richard Lee 
Stockton 

BusyPotnters A collection of busy pointers 
forusewilh 'NtckPrels'. (NtckPrels 



can tie found on disk number 7B0J. 
Author: Oan Elgaard 

Clock To<^ A simple CLi ui^rity do pertomi 
operations on the battery backed- up 
arKfor system ciock, e.g. dtspiay 
eithor/lK)lh, sol ore from the ottier. 
increment, and log. Most ol Ihesif 
leatures. particularly those accessing 
Ihe bi'ittory-bnckedup clock, aro not 
available using current AmigaDos 
commands. Version 1.0, includes 
source. Author: Gary Duncan 

Enforcer A tool lo nxmiior iHegat memory 
access lor 6802&'6a851. 68030. and 
68040 CPUs. This is a Camptotely 
now Enforcer Irom the original idea 
by Bryco Nesbitt tt contains many 
new and wondotful features antt 
options and no longer coniains any 
exceptiions for specilic software. 
Enforcer can now also be used wilh 
CPU or SotCPU FASTROM or most 
arty ottwr MM U-Kickstarl -Mapping 
tool Major new oiilput Options such 
as locat output, stdoul. and paiallcl 
pod. Highly oplim-zed to be as last 
as possible Vcison 37.55. an 
update lo verston 37.52 on disk 
number 912. Requires V37 of tho OS 
or beller and an MMU. Binary only. 
Author: Michael Stnz 

Pay Advice Easy-to-use pay analysis 

program which is easily configured to 
deal w;th the way deductions arc 
macto from your salary. Useful lor 
trrvestigating just how large a slico ol 
your hard earned cash ends up in the 
fuinds o! tfie lax mar>, or to make 
sure Ihat your employer isn't 
deducting more from your wages 
than he should, Version 3,00. binnfy 
only, shareware. Authors: Richard 
SrmedJoy. Andy Eskelson. Robed 
Hart 

Susni A tool lo inlercepS the raw senal 
ompu! ol Enforcer 2,6b. 
Enforce r.megas lack 26.f. Mungwali, 
and ali oltior tool and appltcation 
debugging output that uses kprlntf. 
This makes it possible to use senal 
debugging on a sir>gle Amiga. 
wilirtDul mlorienng wnth attachod 
serial hardwaio such as modems 
and serial pnnters. Sushi also 
provides optional signalling and 
buffer access to an external display/ 
watcher program. Version 37.10, an 
update to version 37.7 on disk 
number 733. Binary onfy. Author: 
Carolyn Schnppner 

To BeContinuod,, 

tr> Conclu sion 

To the best of our knowfedge, the rnatenals 
in this library are freely tfistnbulabte- This 
means they were either putrefy posted and 
placed in ihe public domain by Their authors, 
or they have rostrictfons published tn Ihoir 
files to which wc hnve adhered. If you 
become aware ol any Violation of the au' 
thors' wishes, please contact us by mail. 

IMPORTANT NOTICE! 
TJiis list IS comprled and published as a 
senfice to the Commodore Amiga commu- 
nity for infomnalionat purposes only llsuso 
is reslncted to no n -commercial groups 
only! Any duplication for commercial pur- 
poses is strictly forbidden. As a part ol 
Amazing Computing'"", this tisi is it>her- 
ently copyrighted, Anyinfringemenlonfhis 
proprietary copyright without ei^pressed 
wntten permission of the publishers will 
rnciir the iull force of legal actions. 

Ar^y non-commerDal Amiga user group 
wishing to duplicato Ihis list should contact: 

FM PUilicalions. Inc. 

PO Box 21-10 

Fall aiver, MA 03722 

AC is extremely interested in helping any 
Amiga user groups innon-commerciaf siip- 
pofl lor Ihe Amiga, 

•AC* 
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West Chester, PA - April 1, 2004 - Commodore Business Machines 
introduced ttieir latest Personal Augmentation Device, tlu' Amiga PAD 
213. Tlie four hour starstiidded masterevon! vvasheld inthemiiltimillion 
dollar CBMcnmpiis at WesI Chester. lateracti\'onnillimediasinnik-nsls 
events \vere held in New York, London, l-rankfurt, Sydney, Tokyo, San 
Francisco, and Rio de Janeiro. More than 24,000 member's of the press 
and industry notables were in attendance for this world-wide e.\trava- 
ganza. 

Past The Screen 

The 215 was introduced in a pearl grey case and cover and operates 
on six AA batteries tor a period of two weeks without extcrnnl recharge. 
However, both the plug-in adapter and thelB's optional SolarFlexihle'" 
co\'er can extend the battery life indefinitely. CBM also proudly an- 
nounced that the 2B (as well as their complete line of over 100 de\'ices) 
meets or exceeds all environmental standards set for electronic devices 
for the year 2010. 

The main interaction with the Amiga PAD2B is through the unit's 
full size, photo-realistic color touch screen and the unit's voice recogni- 
tion system. Tlie handwriting recognition, touch screen, and voice 
recognition sysiem is monitored b\' the Assistant Corporation's Max- 
well™ generation .Al. Each unit's .Alcan be modihed by the user for their 
particular needs. Although the Maxwell series is based on some of the 
original Al's created by Assistant, CBM executives assured audiences 
that there is no heritage to the troubled military Al series, Thor'". 

The 21i's Ai program inlerface has been augmented to utilize the 
special \ldeo features of the 2B. Not onlv is the 28 \'ideo-capable and 
in focable- ready, but the on-board video camera has been linked in real 
time to the 2U's fuzzy logic visual recognition system. This means that 
the unit can not only monitor activity of the infocable, but it can also 
view activitv (people or e\'ents) and react through AI programnxing in 
real time. 

Although the unit has a modest gigabyte of RAM (expandable to 
4GB) the active memory core is available in 20 to SO gigabytes. CBM 
bowed to diehard users v\-ho still want off-line data storage by using 
Sony's mini-disk system. The mini-disk, using the blue laser system 
developed in the late 90s, \\ ill only hold 1 .2GB in the dual storage mode, 
but CBM believes the small storage will at least placate some of fheir 
more network-resistant customers. 

With its industrv standard dual cellular lines for voice, fax, and 
video, the 2B offers no neu' surprises. The surprise came in the 2B's 
keyboard hidden in the flip cover. Sccurit)' issues have forced CBM and 
many of its competitors to offer this input device as a standard again. 

Commodore OEM officials stated that the2B was also available in 
militar\' as well as industrial versions. The Consumer version can come 
as a professional model, personal model, and student edition. All 
models come equipped with the standard features listed above with 
modifications made to the Al and support software for each market. 

To spur the use of the 215 in education, CBM is offering 3000 units 
in an educational contest with 1000 for teacher entries and 2000 for 
students. All entrants must submit a completed entry form (available 
on-line from Internet) as well as a one thousand ivord essay on why the 
2B would be useful for education. Commodore has also given educa- 
tional co-ops and regional directors a special discount for the 2B. 

The PAD'S Ads 

The international film star and director, Mel Gibson, has been 
contracted for an undisclosed sum to star in CBM's 50 million dollar ad 
campaign to launch the .'\miga P.AD 213. /Vttendees were permitted 




preliminary views of the ads which will appear o\er the next three 
months. In one static commercial, Mr. Gibson reprises his role in his 
now cult classic "Hamlet", hi full costume, a profile of Mr, Gibson 
states, "Amiga PAD," then .Mr. Gibson turns to the screen and asks, 
"2B or not 2B, that is the question." 

A \-oice over, rcgenera ted from the late John Houston estate's .Al 
synth-performer, quickly states the many ad\antages of the 213 and i ts 
a^■ailabiltty at over2t),000 retailers world wide while thecamera (full 
3-D \vhere available) shoivs the 2B activating the features as they are 
listed. Quick shots of recreation, travel, and business locations clem- 
onstrales CBM's promise of complete adaptabilitv to any situation. 

CBM, ^vho in a separate marketing arrangement is an officiai 
sponsor for the 2006 Summer OU^mpic Games (as personal device 
manufacturer), displayed additional ads for the 2B with assorted 
athletes. The most impressive was the PAD u.sed in the training of one 
decathlon athlete. The athlete is shown training for each event with 
the PAD monitoring the athlete's performance and then offering an 
analysis. This included actual video of the athlete with real time 
overlays as \ve\l as physical nionitors placed on the athlete and then 
transmitted to the 2B. The result was the 213's Al offering corrective 
instruction (along with the athlete's trainer) tlirough audio and (where 
possible) video \'isor in real time. The ad was a dramatic representa- 
tion of an actual case history. According to the commercial, athletes in 
file trial run of this program have experienced an average of 9.5'So 
increase in performance in each c\'ent in just ten days. 

Where a\'ailable, every ad is accompanied by an interactive 
display (ID) that allows the consumer to \iew different aspects of the 
2B as well as order one from a list of official ID suppliers. Although 
each ID supplier is offering slightly different deals, theconsimiercan 
quickly scan each offer thiinigh the standard secondary level of 
interaction. 

Conclusions 

While some analysts were frustrated tiiat the 2B did not have 
moi'e on-board memory as standard, few faulted the need for the 
device in Commodore's product line, if they are to maintain their 
prominence as the world's leader in interacti\c multimedia devices, 
than the 2B is essential. There was some muttering concerning the 2B 
and an earlier prototype shown in a film by Apple Computer's 
President, John Scul lev, in the late eighties, but most observers felt the 
2B had significant advancements over the previous conception. 

Since tire 2B is onlv a small ad\ancement of CBM technology 
placed in an augmentation de\'ice, there is some concern that CBM is 
spending far too much effort in marketing their products than in 
creating them. It is the reporter's vieM that CB.M should remember 
their heritage and spend more resources on extending their engineer- 
ing dominance than on self promotion and glitzy displays. That said, 
the 2B does fill a considerable need and should bo as successful as all 
other CBM introductions have been in the past. 

•AC* 
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Amazikg Computing 



SuperG 



S-VIDEO AND COMPOSITE 

GENLOCK AND OVERLAY 

SYSTEM 




THE FUTURE IS HERE! 



Create spectacular true color animations on 
your Amiga. ^^^ 



The %^Ov 
Kitchen %/ 
SyiM Ck 

TWO COMPLETE ^tO 
TIME BASE CORRECTORS ^ 
ON ONE CARD! 




• Only broadcast quality S-Vidco genlock 
for less than SI 000 

• AG A compatible. Compatible with all 
Amiga models 

• Two independent dissolve controls 

• Software controllable 

SuperGen SX 
$749.00 

The Original 

SuperGen 

BROADCAST QUALITY COMPOSITE 
GENLOCK AND OVERLAY SYSTEM 



NEW 
PRICE! 



it' 

. ■.-(■- , 




Paint, digitize and display beautiful full color 
coinposite video images on any Amiga. 

Capture an image in 10 seconds from any 
color video camera or stable video source. 

Full-featured paint, digitize and conversion 
software included. 

Compatible with AGA 1200 and 4000 
Amigas in NTSC/PAL modes. Two to four 
times the speed of .'\GA animations (DCTV 
vs. HAMS) with greater color and resolution. 

Compatible with all popular 3D, rendering, 
and graphics packages including; 

AD-Pro, Aladdin 4D, AmigaVision. 
Brilliance, Calligari, Cinemorph. 
Draw4D, ImageMaster, Imagine, 
Lightwave, MorphPlus, Real 3D, 
Scala. Scenery Animator, Sculpt. 
VislaPro, and many others... 



NEW 



DCTV 
(NTSC or PAL) 
$299.00 



T!ie Kitchen Sync provides two ciiaimels o! 
lime base correction ■ (he perfect low cost 
TBC solution for the Video Toasierf". 

With a Video Toaster, the Kitchen Synu 
provides a complete A/B roll editing system 

Two complete infinite window time base 
correctors on one IBM AT/Ainiga 
compatible card, 

• Absolute 100% broadcast quality 

• Composite or Y/C video in 

■ Includes easy to use external control panel 

■ No waveform monitor needed 

■ Variable speed strobe 

• Freeze Frame, two rock-solid Freeze Fields 

• Low power consumption 

• Lowest TBC price per channel 

• Works wilh consumer grade VCRs 



NEW 
PRICE] 



Kitchen Sync 
$1295.00 



SuperGen 
$549.00 



SuperGeii2000s 

BROADCAST QUALITY FOR A2000 
WITH BUILT-IN PROC-AMP 



NEW 



SuperGen 2000s 
$1195.00 



RGB CONVERTER 



Allows the use of 
DCTV wilh standard 
RGB monitors (1084) 
in standard NTSC or 
PAL modes. Also 
permits the use of 
external genlocks like 
our SuperGen, 

RGB Converter 
$199.00 




Genlock Option 

Required to synchronize the Kitchen Sync to 
an external video source. 



NEW 



Genlocli Option 
$150.00 



NEW 



S-VHS Option 

Required to enable S-VHS/Hi-8 (Y/C) 
video outputs, 

S-VHS Option 
$99.00 



NEW 



. , FREE SHIPPING i 

on all VISA & MC orders In the US. 

COD - Cash only - add $10.00. 

• Call by 2:00pm PST/5:00pm EST for same day shipping. 



DIGITAL 



Worldwide Distributors and Dealers Wanted. Inquiries invited. 



CALL 
DIGITAL 

-^DIRECT 

1-800-645-1164 
Orders only 

9:0nam to 5:()0pm PST M-F 
Foriechnical information call y 1ft- .144-4825 



'^% 






: E A T I O N s P.O. Box 97, FolsomCA 95763-0097 'Phone 91 6'344'4825' FAX 91 6'635'0475 

SuperGen SX. SuperGen. SuperGeri2000s, DCTV, DCTV RGB Converter, and Kitchen Sync are trademarks o1 Digital Creations. Inc. 
Video Toaster Is a trademark of Newtek, Inc. IBM and IBM AT are registered trademarks of IBM, Inc. Amiga is a registered trademark of Commodore-Amiga. Inc. 
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Professional Paint & Animation 

DIGITAL 
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